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RAMBO FIRST BLOOD PART II 



Official gome of the film. Take the role of Sylvester SiaMone in these 
action -pocked bottle sequences, 

KNIGHT RIDER £8.05 



The mdestrudable car from the winning T.V Series with you as the driver, 
"The ultimate-driving I earn"! 



Award winning orcode adventure. Discover the power of Zap as you explore 
Itoe secrets of the Pleasure Dome. 



Ocean Software Limited 
Ocean House 6 Centra] Street Manchester N2 5NS Telephone 06 1 832 663 3 Telex 669977 Oceans G 
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Join Do ley in these 8 new ettolmg Arcade Events to test your skill ond stem ma 
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VAV 



A qigomc voyage of discovery in Ihe Land of Faniosio This richly illuslroted 
adventure costs you as the hero, saving fhe k ingdom from on 
ail-consuming void, 
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Best selling Spectrum soccer gqmfc now available for your Amflrad 
3-D si my lotion with real "live" match ploy. 



Ocean Software s jrvaiiable from selected branches of: 
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Trouble In Store for Herbert 



Spectrum 48K £9.95 

Commodore 64 £9.95 
Amstrad CPC 464 £9.95 
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TOP PROGRAMS FOR DECEMBER 

16MARSPORT 

The first of Gargoyle's Siege of Earth' trilogy hrU 
the streets Can Marsh save humankind? Find out 
in the corridors of Marsport. 

18 SIR) US CHESS 

Artisoft's 3D chess board finds favour with Hi dual 
views and tough skill levels 

34 SOUTHERN BELLE 

Hewson's new simulation puts you on the srrvok 
filled footplate of an old loco on the Brighton run. 

64 LORDS OF M TONIGHT 

At last the great strategy/adventure from Mike 

Singleton ts out and reviewed. 

*6 GRAPHICS ADVENTURE CREATOR 

"n Master son takes Incentive's adventure hit 
ft and discovers how it tick* 



AMTIX I COMPETITIONS 

" HACKETY HACK 

(vision have 50 copies of their latest ready fur 
cy winners — so its time to find out how good 
you irtilt HA C KER 

48 FRIDAY THE 13th 

A trip for two, ghost hunting in ancient York is 
tops for surviving Jason's vengeance, plus SO 
sweatshirts . . . 

A2CETTKUCKIN 

With CRL's Juggernaut competition. There*! JO 
co pi ps of the game to be won as well as m radio 
controlled Juggernaut for the top winner! 

98 TASWORD AND T ASP ELI COMPETITION 

Tasmart are anxious for you to spell correctly, so 
there's two packages of these two excellent 
programs up for grabs to the clever swots among 
youT 

f 02 STEVE OAV1S 

"ants you to join in the snooker fun Tickets to a 
notch final top the list wit h fabulous runner-up 

108 BATTLE OF BRITAIN 

onster model kits for the winners In PSS's 
ipetitton about the Second World War game, 
1 10 smaller kits for the runners up and copies 

the game all round! 



DECEMBER SPECIALS 

24 THE COMPLETE GUIDE 

Robin Candy continues catching up on games 
software that you may have missed, and soma 
you were right to have missed! 

46 PREVIEWS 

Jwern y (who's afraid of t he big bad wolf) PpSttcer 
hides horn the dark of DomanVs Friday the 13th. . . 

1 04 FIGHTING WITH A FAfVTASY 
Sean Mast er son, an old hind at (He genre, looks 
at the way the highly successful books are 
beginning to interact with computer games. 



THE MAIN HEADINGS 

7 EDITORIAL 

7 ON THE SPOT 

Our first real chance for the reader to bile back j 
we print a few comments from 'out there' . , . 

10 NEWS 

A few snappy bits and pieces about what's been 
happening, and what might 

50AMT1PS 

Robin Candy has a few things to add about DUN 
DARACH, ORAGONTORC. EVERYONE S A WALLY 
and something new on STAR STRIKE, Mus part 
two of the Lords of Midnight map, and a complete 
Alien B map 

62 FROM THE GROTTO 

The wily wee leprechaun, Sean Masterson r stilt 
concerned to convince you that he operates from 
a cosy grotto rather than an untidy desk in tile 
cornet of AMTfX ' Towers, looks at soma new 
prog rams a nd gets fully to g rips wrt h the G AC 

S4AMTECH 

Roy Jones delves into some CP/M files and checks 
out SWEEP Gary takes the Liddon off The 
Programmer's Toolbox, while Jeremy (spell rt 
right | Spencer tackles some more word 
processing with Tasraan Also, an introduction to 
FOfiTnl on the Amstrad 

109 STRATEGY 

Mora from the wild bunch who like contained 
violence 

1 1 1 THE TERMINAL MAN 

The Arcadian action continues 



The next issue of AMTIX » goes on salt on 

Dece mber 12 Getting a copy would be Oka having 

your brain replaced. 
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SPECTRUM 48K 
AMSTRAD 464 

£7.95 





: 







NOW FOR THE BAD NEWS 

The home computer revolution 
if over; the bubble has burn 
Vou don't agree' Well, there'* 
no reason why you should. After 
ill if you didn't own i home 
computer and enjoy playing 
games and just using the thing, 
you wouldn't be reading this 
magazine. Try to imagine life as 
i non computer fan. Dull isn't il? 
But it's our lives That are the dull 
ones, judging by what the non 
home^OHrnputer'fans write 
about us Have you ever noticed 
how the national press dismiss 



ee games playing wtth such 
mindless clich&u 
ping a hero*? 



i a* 'Simply zap- 



I remember an amdo publish 
ed in The Times' which referred 
to magazines like CRASH and 
Your Spectrum as Techno porn- 
ography Surely the only reason 
the author could have applied 
such a porn i less and silly label 
was because he was a techno 
snob? He did n i understand the 
enjoymen i which people derive 
from £>layr>g games, soma of 
which arc more rewarding than 
most of the paperback books in 
the best .5*1 Fen, li 

And it's not just games 
players who are at the receiving 
end of mindless knocking from 
Fleet Street. You may remember 
The news item in issue l which 
mentioned another rather silly 
article, again from The Times', 
slating the new Amstrad as a 
machFnfc 'borrowing from the 
business technology of two or 
three years ago in a desperate 
attempt to rescue itself. The 
author claimed that since the 
Amstrad offered T28k and CP/M 
with a built in disc drrve it was a 
sign that the home computer 
industry in order to recover tost 
ground, had to fall back on 
business -type systems What 
rubbish. 

The point that Amstrad are 
selling the system at a tenth of 
the pnce a businessman would 
hev# paid a few years ago. was 
lost on the author of the Times 
ptece He could iust as easily 
have written his article along the 
lines that the technology and 
power available to the home 
computer user was rapidly 
catching up with that being 
offer ed try machines at the tower 
end of the business market, 
Another Ti mes Techno Snob r 
Whose argument presumably 



goes 'Because you can play 

games on an Amstrad it's not a 
proper" computer, ergo, you 
really can't use it for bus mess ' 
th Simply ien't the done thing to 
use games computers in the 
office, you see. I 



BURSTING A NEW 

DUDDLfc f 

Not content with denigrating the 
home computer user r elements 
of the press also level attacks on 
the home computer industry! 
most illustrious members. 
Remember Sir Clive Sinclair in 
his heyday? in the eyes of Fleet 
St r eel he was the Golden Boy : 
he could do no wrong, Sir Clive 
was typical of the men who 
would lead Britain into the neat 
industrial revolution We need 
ed more men like him, went the 
argument 

Now look at him. Sir Clive has 
fallen from grace — the Golden 
Boy title has been withdrawn to 
be applied to another Victim' 
and it's all knocking copy on the 
electric clog 1 Yet Sir Clive is still 
the same man He may nol have 
the sales power he once com- 
manded but he is still a man of 
vision A men who can turn 
dreams mto technological 
reality Admittedly, nor every- 
thing Sir Clive touches turns 1o 
ookf The CS was mnovatrve bur 
shortsighted. Nobody's perfect, 
But maybe, if the CS had been an 
American product, the Amer 
ican press would have encour- 
aged the inventor to try again, 
and do belter Not Fleet Street: 
they cur the inventor down and 
ridicule the product. 



Advanced Memory Systems 81 
Adventure International 7? 
Amti*' Subscriptions 60 6 T 
Amti*» Mail Order 32.33 
Argus S3 
Arnot 89 

Design Design 22 
Do mark 55 
Electric Studio 95 

Elite bech page 
Eysham Micro 97 
Firebird 45 

Gargoyle 677 
Gremlin 31 
Incentive 71 
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49 

Ocean 2,3 
Odin 35 
Palace 15 
PNkrtft 43,79 
Siren 91 
Teaman 93 
USGo4dSa59 
Ultimate 39 
level 9 63 
Imagine 115 



Britain's future stiH depends 
on men like Chris Curry and Sir 
Clive. But such men are as 
nothing without the faith of a 
nation and inspiring that faith 
I ies pa ft iy within the co m rol of 
F[eetSrreef Without faith, 
innovation will not attract 
investment. All of us in the home 
computer industry share Che 
faith. We must convince the little 
mind Si that we have our hands 
on the future We must shout 



T« COmPLfT* GAME S GUIDE 

. ^ -g ^f^toj—hiirfid inthlstteae 




pyani l evl ews o* the Knowing 

Air Truffle Cor*rt>l42 

Ala* Htaflfct* World **&2J 

AienTS _-« 
American Fwttoei TS 

s^lia lor Midway 74 

Binlsv30 42 
SB?" 

BryS**» 

C*t»*tiMhtos76 

CIbmItt "^T 
CubHTS _ 

Electrt Freddy » 

Ef Bert 74 



<apt to be *M*»d In this I 
Ffciftrt Palh 737 3" 

Glrtecf ashet 7fi 
<5houli» yjiift 
GHIKjar»Gold30 

H«flt«iaiar7S 
Jamin*n29 

Jump Jet 70 
M^te«hef*7B 
Mr Nesar 30 



A r go Na vri Komi 
Battle Beyond the Stan 

Solar Software 17 

Battle of Britain PS S no 

3D Boxing Amsott 26 

Chimera Firebird 73 

Cyrus Chess Amsoft 1 n 

Don't Panic Fi*ifbirrf 23 

Dynamite Dan Mirrorsofl 21 

Formula I Racing Amsoft 41 

Genesis CRL 70 70 

3D Grand Prix Amsoft 20 
Graphic Adventuer Creator 

Incentive 66 

Hacker Ach vision 21 

Lords of Midnight Amsoft M 
Mersoort Gargoyle Games 10 

Matchday O&!0f> 77 

Never Ending Story Ocean 12 

North Sea Bullion Kume 61 

Paws Artie 76 

Qukfc Rle Review 36 
A L Beach 

Sa t e llrte Warrior Amsoft 1 09 

Stapehot Anirog 23 
Soul of a Robot 

Mastertronic 40 
Southern Belle Hewson 

Consultants 34 
Tas-Spefl Tasmen Software 99 

Tesword6T29 97 

Tasman Software 

Super Sam Budgie 42 

Trivia Anrrog 74 
Willow Pattern Firebird 

We * ards Liar Bubble Bus 24 
World Series Baseball 

Imagine 44 



louder than the cynics and the 
critics As yet we are a small 
band of enthusiasts Despite the 
'wisdom' ot Fleet Street, we are 
still a growing band — the 
bubble's healthy, m good hands, 
and far from bursting When 
there are enough of us, men tike 
Sir Clive will flourish without 
being cut down by prejudiced 
minds And then maybe, just 
maybe, the Newspaper Publish 
ing bubble will burst 
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Here we go with the first real AMTIX ■ ON THE SPOT readers' letters 
column Rather than h.ive a figurehead letters editor, wt'vi 
decided to be collective and singular at the urn time, so t/We 
halsjve signed off simply as O^.V Confused 7 Well there's no 
need, the answers will mainly be in the singular actually, 
although the input may be corning from several people 

Thank you For all the mail which issue zero and issue one 
generated Of course, a lot is full of stuff about the start of 
AMTIX 1 But don't be too alarmed, there won i be loads and loads 
of puff totters being published in future issues f N gets too boring 
However, you can't surely object to a tew pats on the back this 
time 

As stated last month, one letter picked for its peculiar merits 
each month will receive £20 worth of software. This month's 
goes to the writer below who has some startling revelations to 
share 



RQBART 

DearAMTIXI, 

What a magazine — it's so brill- 
iant One thing thai really 
caught my eye was the use of 
massive screen shots (fir better 



than using smell ones! The 
poster in the middle of the rnag 
was dead good — I mean rl's not 
everyday thai you see two 
Amstrads taking oW Talking of 
artwork, here's a question for 
you:— 



Q. How does Oliver Fray man- 
age to do all the Covers, interior 
i I lust rations and free posters for 
three magazines in under a 
month? 

A. Oliver Frey is not a human 
being OLIVER actually stand* 
for Optical Lightweight hi us 
r rating Very Efficient Robot. 
Ohver is a 1000K RAM artist 
robot and r with his three arms, 
manages to do the magazine 
illustrations in under a month 
And don't deny it — it's true* 
Ricky Thompson, Tamworth, 
Staffs 

Oliver's actually a very nice 
person, but he's Swiss, which 
may account for his superb, 
we II oiled efficiency. Excuse 
me, I've just got to go and turn 
him off Okay Ricky, get 
thinking on what you want to 
spend your £20 worth! 

OTS 




TAKEN TO TASK 

Dear AMTIX V 

Well. Im glad you Ve finally 
arrived but I'd like to take you to 
task over a couple of points from 
issue one Firstly, the map of 
Everyone's a Wsffy didn't even 
contain screen shots from the 
Am sued version Secondly, on 
the mini review olAtrwott you 
said that the graphics were quite 

Sod but not overly impressive 
me on i On looking at the 
game's review fn Crash 13, you 
gave the graphics 92%. Now I 
thought the Spectrum was great 
but hardly comparable to the 

8 AMTIX December T985 



Amstrad) 

I found the overall tone of the 
mag rather condescending 
towards the Amstrad It seemed 
as if the writers didn't really 
want to be doing the magazine 
at all I'm sorry to say this, but a 
rival of yours has had two very 
good issues, so far, Let's hope 
the competition makes for two 
really great mags 
Neil Bowes, Hull 



You're right about the maps, 
but they n ad been compiled 
some months earlier for CRASH 
and ft seemed a pity not to use 
them as the graphics on both 



machines for the game are 
virtually identical As to the 
difference between reviews of 
the sa me game for different 
machines, you wih probably 
several discrepancies in 
reviewers' opinions because 
they are not the seme people 
doing AMTIX! Besides, we 
thought ondrrwo/f ihal Ehie 
hadn t quite pulled off the best 
the Amstrad has to offer in 
graphics capabilities compared 
to the Spectrum. 

Your reference to 
'condescending' and "nol really 
wanting to do if (• supposed to 
be a reflection on your thought 
that everyone really would 



rather be working on CRASH 
But at least two of the team are 
Amstrad fanatics almost solely, 
and the rest tend to think that 
computers ere computers. If you 
want condescending, try ZZAPf 
64 maga/me rssue 3, page 5, 
where ttie (than 22AP* editor, 
now) proprietor of a certain 
oiht'r new Amsued megeiine 
refers to 'half-brained, Amstrad 
owning wimps who deserve to 
have their heads shoved m . . . - 

ors 

GOOD VALUE 

DearAMTIXf, 

As I had previously read some 
editions of CRASH and ZZAP 164, 
I knew what to expect from 
AMTIX! (especially after picking 
up a copy of issue jcerofrom the 
Newsfield stand at the PCW 
show) Fortunately it has lived 
up to my expectations, except 
for a few things I noticed in issue 
one. Firstly, some of the page 
numbers for articles and 
competitions were I rated 
iOCOrreetiy in the contents page 
Also, could you please try to 
print the entry forms for 
competitions back to back with 
advertisements so that n rs still 
possible to read the articles 
easily 

AMTIX r is the best Amstrad 
magazine though, and it is vefy 
go-od value for money By the 
way, the idea of giving €20 
worth of software away for the 
best letter is en excellent one. 
Also please gel rid of Julian 
Rtgnall Iwho s probably no 
more than a Commodore 
owning freak I end give strategy 
reviews to someone like Angus 
RyeH fat i ra5 f he can do decent 
reviews, unlike $Mn 
Masterson). 

David Smtthers, Harrow, 
Middlesex 

Okay David Smttfiett, **# 

Angus Rvsll you're going to 
have to do a lot better then that 
M vou went to fool usf 

Vou re not Angus? Gosh, and 
we elf thought wecttild spot 

the t acid w r it mg sty** a mile off 
Ah well Thanks f or the 
compliments anyway Sean 
promises to try harder next 
time, and yes you're night, 
Julian Rig nail t* « Commodore 
owning freak 

OTS 

DON'T LEAVE ME OUT 

Deer Sirs, 

After being stuck with only two 
Amstrad magazines for the past 
year* ft wars a delight to see two 
new men released in the lest 
couple of months. Hovweve*, 
being one of the first purchaser* 
of an Amstrad (or so (like to 
think) it was nice to see you 
devoting magazine sputa to 
serious software (of wtncti there 
has been a lack of in the other 
magazines I , 

£vw si nee the 6 1 23 came out , 
with its extra ROM and RAM , Tve 



been worried about being left 
behind, having a 464 Being 
unemployed, n nearly crippled 
me to gel that — so a 6128 is out 
of the question Thai's why 1 was 
glad to see a memory expansion 
pack featured in your news 
column Lei's hope there wll be 
an in depth feature coming up 
soon I dont suppose you know 
rf any firm is releasing the extra 
ROM For ihe 664 and 6128 on a 
ROM board for the 464? 
MtchaeJ Toon*. Derby 



OTS 



ROOM FOR 

IMPROVEMENT 

Dear AMTIX L 

1 have jusl read carefulfy, and 
with great fascination, (he firsi 
issue of AM TJX* Subsequently. I 
have this to say Over the last 
month or two. an egotistical 
mag azi ne ca 1 1 ed Amstrad Act ion 
ties managed to really bring 
down the owners of Amstrad 
computers and has left myself 
[and several others \ craving for 
some decent literature to hack 
up our machine My wishes 
tiave come true in the form of 
AMTIX! and I em therefore 
telling you. as a down to earth 
and reformative magazine, to 
keep our heads up high 

From what \ have seen so far, 
your journal has all the makings 
of a really successful magazine, 
there was plenty ol eye- 
catching artwork lo be seen; a 
mass ot w©Jl written articles on 
all aspects o* software and 
hardware; (at last) some superb 
regular items such as adventure 
'grottos/ tips pages and 
excel rem games reviews. Hw^ 
s joy to read so many 
adequately detailed and lively 
Opinions, backed up brilliantly 
wilh stacks of colour screen 
shots in fact, AMTIX 1 has 
practically everything thai 
enjoyable reading matter 
requires. However, there's 
always room tor improvement 
and here are a couple of 
Suggestions to help an already 
brilliant publication. 

A couple of pages could be 
devoted to a suggestion forum 
for the t eaders. A swapping 
service page for readers' 
hardware and software might be 
useful. A high score table for 
readers would be a good idea 
And a list of top arcade and 
adventure games on the market 
is really essential. Perhaps a 
monthly article on software 
houses and I heir programmers 
would be a good idea, allowing 
an explanation of the business 

For goodness sake- keep up 
the good work. I am looking 
forward to the next issue. 
Robert Fox, Bromley, Hunt 

Thank you foe all these blush- 
making compliments, Robert. 
Most of your suggestions ere 
under some sort of 
consideration for Inclusion 



soon, but to be honest, the pre- 
Christmas period is such a busy 
one that hVs all we can do to 
keep up with things as they aref 
So in the New Year I think you'll 
see several Additions along 
these lines. 

OTS 

GAMES SUPPLEMENT? 

Deaf AMTIXI 

At last! A decent magazine for 
the Amstrad — you don't know 
how welcome you are. I have 
been enjoying CRASH ever 
since issue one and still 
Subscribe, even without a 
Spectrum. I hope that I will enjoy 
AMTIX * for at least as tong, if not 
longer f 

The games index was useful 
but a bit awkward, being split up 
they way it was and it disrupted 
the reviews. Perhaps it would be 
better it it were supplied as a 
supplement every other ^sue. 
Then, when it becomes Coo big 
for the magazine f which is 
inevitable}, give it away free 
with binders. 

As for the parachute jump, 
just do it. I jumped out of en 
aeroplane for tne first time P not 
very long ago ft onfy look a 
couple doctors 24 hours to put 
me Back together again 
Anyway, keep up the good work 
and you will as successful and as 
long lasting as CRASH 
Andrew Johnson, Pontypridd, 
Mid Glamorgan 

The Games Index was only 
intended as a fast-ish round-up 
of programs to date As an 
honorary CRASH^e. you may 
remember that there was a 
large guide section in the first 
few issues of that publication 
and indeed it got far too big, but 
maintaining K also became 
grossly expensive, as would the 
seme thing wrth AMTIX ! 

Fancy another parachute 
jump? 

OTS 

HIT THE SPOT 

Dear Sirs. 

First, a quick word of 
congratulation. I am a relative 
newcomer to the Amstrad 
j having owned various other 
computers in the pastf and so 
have dipped into all the Amstrad 
magazines that I can find and 
yours would appear to be the 
closest to the 'ideal' magazine 
around. Lois of lovely technical 
reviews (although a bit more on 
the hardware would be 
appreciated) I em impressed, 
Suggestions for the future — 
how about a flops chart for the 
worst titles ever released? That 
should ruffle a few feathers. 
Also could you ask Sean how to 
pay the guide mSouts of 
Qarttonr 

Having got that out of the way, 
I have to say that this letter's 
purpose is to put you and all the 
software houses on the spot/ 
You mentioned in issue one's 



Transmit review that the fast 
load technique was an attempt 
to reduce the effects of piracy 
The idea that tape protection of 
this son would even reduce 
piracy by so much as one 
percent, is surely naive 

Please don't get the wrong 
idea. I am an ex-pi rate, who now 
condemns the activity in 
whatever form it takes. 
However, applying protection lo 
a tape program in the hope thai 
it will prevent piracy is like 
leaving your car unlocked in 
London, hoping that a 'Keep off 1 
notice will stop it being stolen I 
Any pirate worth hrs salt uses 
tape to tape recording. ?t r s quick, 
easy and, as anyone m the 
record industry will lell you, is 
unstoppable. All 'protection' 
does is inconvenience the 
customer and the sooner the 
software houses recognise this, 
the better W it h d isks, it is a 
slightly different matter. But 
even with disk software, I 
wonder it the loss of goodwill is 
worth it. And even disk 
protection techniques can 
usually be overcome with 
relative ease. 

Now I win really set the cat 
among ihe pigeons Bearing the 
above in mind, I believe that 
whilst software houses insist on 
protecting their products, you 
should still* provide e 'Crackers 
Corner' where routines for 
breaking into programs could be 

fublished. I look forward to 
earing your comments and, 
should yd j publish this, I 
apologise to all those divs living 
in their Ivory Towers — er sorry, 
those wonderfuf software MD's 
Go O n , pu bl ish th is. It could be 
fun 
Chris Bone, London 

Out problem with Mdl cracking 
is that we are aiding and 
abetting pirates rf we're not 
careful, and sometimes it can be 
seen as infringing copyright. 
Breaking into programs is 
vim hi \y different — many 
software houses have 
welcomed the added attention 
their programs receive from the 
public when POKE* can be 
added to after the way a game 
plays. I also heard an unusual 
point of view from one well 
respected programmer 
recently, who, whilst in 
conversation about another 
software house's extraordinary . 
protection attempts, said, 1 
don't know why they bother to 
try end Stop people looking at 
their code I'm not ashamed of 
the way mine is structured!' 

That Idea sort of turns 
protection into something like 
frosted glass on a bathroom 
window, to stop the neighbours 
looking in and seeing how unfit 
you are? 

OTS 



GOOD, BUT . . . 

Dear On the Spot, 
I am afraid this is not one of your 
anticipated 'congratulatory back 
slapping' letters Your maganne 
is good, I admit. It contains 
everything and is well laid o 
But a magazine calling itself the 
' mo nth ty software review' it 
must be the reviews that make it. 
And I'm afraid this is where 
you've fallen down . How can 
Stariof} possibly get 7 1 % for 
sound? The only such effect in 
the game is a fire 'Beep 1 feeble 
even by Spectrum standards. 
Yet Boufderdash, which 
probably has the tune of any 
A m st rao game, on ly gets 5 1 % 
and the comment 
H unimpressiva. 1 *The same goes 
for graphics How can Sorcery 
receive 91 % for its incredible 
shaded and colourful screens 
when On The Run is given 97%? 
You should compare your 
reviews before publishing, 
these are realty pretty silly 
judgements. 

Having said that AMTIX! is 
still one of the best Amstrad 
magazines around and has 
many good bits. Your tips and 
maps are great. But why do I get 
the impression that AMTIX ' 
takes second place to CRASH in 
your minds. Couldn't you havea 
different team for each mag? 
W Redgrave,. Maidenhead, 
Berks 



In fact there are separate 
for each of the mags, ah hough 
there is some overlap as well 
I've never quite seen whit this 
'separatism" is supposed to do. 
after all what we're discussing 
here are computer programs 
hVs the ideas and presentation 
contained within them that 
count, not the machine tor 
which they are intended 
(though obviously that mutt 
have some bearing | It's tike 
comparing novels published in 
different formats, as though 
they were intrinsically different 
because of the format 

The thing is, I think we've 
been too honest for our own 
good — result. ■ lot of readers 
who have written in seem to 
think AMTIX! is a poor 
neighbour to CRASH r which 
isn't the case at all I post think 
you see that because some of 
you rather expected too. Other 
magazines, If closeh/ examined 
across the board. wiH be shown 
to be using a very small coterie 
of writers. Indeed, Chris 
Anderson of Amstratt Action has 
just been appointed head of 
Commodore User's *G Force' 
reviewing team, so there loo, 
you have a situation where 
people write for mixed 
computers 

OTS 



If you have anything you would like lo express about AMTIXI 

Amstrad -games software, software nouses, pfogtammttS, 

computers, lite in general I nothing about Ihe Universe plea**], tftefl 

write in lo 

ON THE SPOT AMTIX 1 PO BOX 10, LUDLOW. SHROPSHIRE SYS 

1DB 
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The Amsirad U»r show wp« an 
oust and ing socks - Ever body 
who attended could not help hut 
admire Database and Amstred 
for getting together and rescu 
ing the everitttt the lost moment. 

The word is that over 10 000 
people attended the show, a 
very respectable number and it 
il lust rale* just how important 
The Amstrad computers have 
become There was a hen liny 
range of suppliers who alt seem- 
ed to be doino quite frisk trade 
Some, like DKTrontes used the 
show to launch new products A 
worthwhile move since the 
show wet particularly well 
attended by overseas buyers 

Database, jubilant with the 
success of their first Amstrad 
show, announced the dates for 
the ne«t one to be held nest year 
on the 1 Uh and 12th of January 
The second show will also be 
held at the Novotel centre but 
this lime they have managed to 
book the larger hall Every s*gn 
is that that they will fill the space 























DAVtS HUB** 








fl£ ATES LTol 
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DESIGN 



Design Design (pronounced Des 
Des I ere set to release Fof&dden 
Planet, follow up to the famed 
Opit Sfar , sometime towards 
the end of this year The main 
game involves a great deal of 
low flyi ng over vector 
represented landscape and a lot 
of heavy blasting. A poorly 
Timed early morning can to 
rroq rammer Simon Srattel from 
a news minion revealed Oes 
Des's intention to also include 
the previously unrelated (and 
unprog rammed) Amstrad 
conversion of Spectrum classic, 
Half of Things. Also !o be 
mduded it the I a test version of 
the now famous Spectede, e 
humour based Ceefax parody, 
spitting vitriol at a large 
pf oportion of the software 
industry Satire aside though, 
Fttr&kfmn Planet is said to make 
'Rupert the Beer look like P . . 
Rupert the Bear * 



A CONSEQUENCE IF 
CROSSED WIRES 

Amongst the marry game* 
examined in lest month's issue 
of Amt*x. we reviewed a new 

fame by Probe Software calFed 
heOevtTs Crown. Frankly, it 
received a poor review with an 
overall rating of 52% Of course, 
we gain nothing by being 
biassed m our reviews and 
Probe know this as well as any 
Other software house. They 
were still incensed by some of 
the comments and conclusions, 



however. Apparently, we 
reviewed an unfinished copy, 
believing that we had the 
finished product in our hands 

This led to us criticising the 
lack of loading and title screens, 
no high score table and the 
disturbing fact that pressing 
Escape would crash the game. In 
an effort to set the matter 
straight. Probe kindly sent us 
n cjt h or f f i n ished } copy as soon 
as possible, Sure enough, this 
one was properly protected, and 
had all the features mentioned 
above. Consequently, our 
Presentation rating of 39% is 
evidently unfair and we would 
like to make it known that this 
has been increased to 76% E 

However, we were also told by 
Probe that the flickery sprites 
our first version had suffered 
from, were npw smoothed out. 
With the second copy, this did 
not prove to be the case. The 
only aesthetic improvement we 
came across was a slight 
difference in the border design 
which made the screen more 
readable. This aspect has been 
taken into consideration under 
Presentation. Finally, the entire 
reviewing team responsible for 
the original comments have 
seen the final version 
Regrettably, with the notable 
except ion of Presentation, they 
feel that the views expressed in 
the original review are still valid. 

We thank Probe for bringing 
this matter to light and hope rhat 
other slip ups do not occur 
again. It is only by the unbiassed 
review of complete games and 
utilities, that Amtix can hope to 
establish itself as the definitive 
guide to all Amstrad software. 



AMSTRAD DOUBU 
PROFITS 

Well actually, they increased by 
over 1 20% from just over C9 
million last vear. to over E20 
miflion in the twelve months 
ending June 30th this year Not 
surprisingly, Alan Sugar 
chairman is understandably 
pleased with the progress. He 
said that this year computer 
sales accounted for 66% of 
turnover as opposed to just f % 
lest year. 

Despite some of the criticism 
levelled at the company and 
doubts as to whether they could 
crack the computer market, they 
are the only British company to 
have shown a profit so far this 
year. Without wanting to make 
things bitter for Mr Sugar, it 
might be worth remembering 
that the Inland Revenue (who 
seem to be getting a 
disproportionately large 
amount of press, this month) 
have yet to get their hands on 
some of this money 

Still, this won't bother them 
too much. After all,, the latest 
news in, indicates that the PCW 
8256, Am sir ad's new word 
processing package, is ielling 
out wherever it appears. 
Lightening the distributors, flf e 
on their third batch at the 
moment. Several branches of 
Dixons and Lasky F s sold out 
within a few days of the 
machines err ivmg. AU this is 
despite a bug, found lo exist on 
the first five hundred machines, 
which causes a total system 
crash when using the soft 
hyphen 1 Amstrad are aware of 




the bug. however, end are doing 
their utmost to «ee that 
everybody gets a revised copy 
of the bug free software, as soon 
as possible 



FIREBIRD RISE 

E Isowhere in i his issue of Arnti n, 
there are reviews of two Super 
Silver games from Firebird* 
Chimera and Wittow Pattern 
Adventure When we reviewer! 
the former game. Firebird had 
the range priced at f 3 M 
However, while we were 
working on Wttfaw Pattern, 
Fire biro decided to re price the 
range at f 3-96 This has led to 
our reviews giving different 
prices — hope thorn clears up any 
confusion . , . 



YOU WILL BELIEVE A 
COMPVTER GAME CAM 
FIT! 

Beyond, apart from being 
bought cut by B T, are getting 
quite worked up about their new 
Superman -- The Computer 
Game, licenced from First Star. 
Silled as an 'action strategy 1 
game, the plot mvohres the Man 
Of Steel battling agamst his evil 
opponent. DerkseW for control 
of Metropolis Another novel 
feature has in Beyondi claim 
that ft will be simultaneously 
launched 'across the world : 

There should be little need for 
complex rules and the emphasis 
win be on action. Strategy 
sections win be broken up wrth 
'breathtaking animated 
sequence*/ according to the 
press release Sou rats 
interesting All versions of the 
game should cost ra 96 and 
lisfamntrteni 



PAST MASTERS BLAST 
AGAIN 

They Sofds Miff ton sees the 
launch of a new hybrid label 
combining the talents of 
Ultimate, Software Projects, 
Ocean and US Gold. Its a 
compilation tape featuring 
some of the biggest sellers over 
the past year or so, packed onto 
two tapes with a side for each 
game. Being launched 
simultaneously on the Amstrad, 
Spectrum and Commodore, the 
package should be in the shoos 
by the 1st of November, in time 
for the Christmas rush. The 
Amstrad version includes Sabre 
Wuff, Jet Set Wttfy, Beach Heed 
and Da fey Thomson's 
DecatMon, Interestingly, 
Amstrad versions of both Sabre 
Wutt and Jet Set Witty ar e being 
specially created for this venture 
and Software Projects' original 
1 30 sc ree n Am st rad Jet Set W*ffy 
is stripped down to the standard 
60 screen version. Both disc and 
cassette version Will be 
Available. C9.95 for cassette and 
CI 2,95 for disc 

AMTIX December 1 985 11 



THE POWER BEHIND 
BEYOND 

British Telecom , 'the power 
behind Ihe buff on' and owners 
of Fpftfbtf d. have bought up 
Beyond Software, it transpired 
this month Apparently, Beyond 
\ which used to be part of The 
EAflAP group I wenl for a hefty, 
six figure sum. Beyond F s own 
labeN Monolith will also become 
pari of Telecom's new electronic 
publishing arm. Nexus, 
however is seen as a company 
which soldi if i« to Beyond, so 
rts future owners Have not vet 
been rjeorJed. 

The connection with First Star, 
«n th^Al ales is something thai 
contributed largely To BT s 
interest in Beyond, as they see a 
rran&attannc approach lo be a 
feature el software 
development The new 
acquisition will not be merged 
with Firebird, BTs existing 
software label 



MASIK CHRISTMAS? 

After being delayed for over 
twelve months, there is a chance 
that PSS's Swords and Sorcery. 
a computer game in the 
Dungeons and Dragons moid, 
cou Id be re lea sad bef o re the mid 
of the year PSS felt that the 
project was too ambitious 
initially Now PSS are saying it 
wiH be 'the next MobbiT' 
November is being mentioned 
aa an approximate release data. 
This could mean a clash with 
Melbourne House's Lord of the 
Hi figs. The first version to be 
released will be for the 
Spectrum. An Amstrad version 
is planned to arrive later. The 
game will cost £9 95 



... AND THINKING 

MENS GAMES 

Oxford Computer Publishing are 
joining Mieronet, the database 
announced recently. It is all part 
of Mtcronet K s eagerness to be 
seen encouraging Telesoftware 
"We ere really pleased lo be 
associated with a company as 
prestigious as OOY aaid Phil 
Godsell, Mtcronet's Software 
Manager. They produce 
excellent, high quality utilities 
and buaineatpackaget like K4T 
Msn&ger, as well as what I Nice to 
cail, thinking Men's Games like 
Cestno Royal and 0i*sj The 
Turk: 



EVERYONE LOVES A CLUB 

Am$ofl have announced the 
Amstrad User Club and are 
promising lots of m embers only 
offers to those wiling to pari 
with their money and show (heir 
loyalty For a cheap £155.90. you 
receive a year's subscription to 
the official Amstrad magazine, a 
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DOM dish drive (for 464s only ) F 
a copy of Roland in Space on 
disk and a free, blank CF-2 disk 
Details are available from 
Amsofr, 



OUT OF MEMORY 

Ever get those 'Oh no, I've lost 
all my memory and I don'* know 
who I am/ blues? Well r 
MtndshadowftQm Act < vis ion is 
an adventure you can probably 
identify with . The plot starts with 
you waking up on a deserted 
beach , without a clue as to 
where you have come from. 
Anxious to learn more about 
your past history, ytiu must take 
up a quest for identity that taada 
h a I fway a t ound ( he world , 
ultimately ending with a re- 
affirmed identity for you, and a 
hard time for the fadeless 
stranger who abandoned you on 
the beach. Throughout the 
game, help is available via the 
mystical Condor, a wise old bird 
who knows a few things to make 
unravelling your dilemma a little 
easier, 

Already a big hit on the 
Commodore 6a, Mindshedow is 
a multi-load game on cassette. 
The game is split into four 
separate sections, each 
requiring a separate load from 
tape. Available Sonne time early 
November, it will set you back a 
mere £9.99. 

BORED Or THE RINGS? 

After acquiring something of a 
cult status on the Spectrum, 



Delta 4's Bored of the Rings is 
set to appear on the Amstrad. 
Bored of the Rings takes ihe 
mirth out of the Tolkien Classic, 
Lord of the Rings W r itten wi th 
The Quiff and must re for, ihe 
Spectrum version was pretty 
impressive. Hopefully ihe 
Amstrad version will follow in a 
similar vein. Probably available 
by the time you read this, Bored 
of the Rings is relatively cheap a I 
£ 6.95 for the cassette version 
and £1 1 .95 for the disk Watch 
this space For a full review. 



BIZZ NOW AVAILABLE ON 
MICRONET . . . 



Mi crone I BOO have launched a 
new 500 page section called 
Biizrtat. The mini database, 09* 
organised with Reed 
Employment, wilf deal with all 
kinds of professional help from 
taxation to mortgages arid 
setting up your own business. 
Because or the agency 



AcmnsioNS 

CHRISTMAS STOCKING 

Currently being raved about on 
the Commodore b4 software 
scene is American software 
house, LucesfNm r games 
division of the famed film 
makers themselves Owner of 
Lucasf iim rights in this country, 
Act i vision, are planning to 
releaa a faithful conversions of 
Ihe American mega games as 
soon as possi hie Three titles a re 
planned in the n«ar future, 



connection, there will atso be a 
Jobsearch section and a 
Watchdog feature to act for 
complaints against computer 
products 



MINER WIUY MEETS HIS 
MATCH? 

Addicts Of Matthew Smith s 
tegendery Mjner Willy of Msrtic 
Mtnef end Jet Ser Witty fame 
should be pleased to hear that, 
I he beat poeatbte tradition of 
epic sagas, a third game u 
planned for release in January 
1966 This conclusion to 
Software Projects' trilogy is to 
be cs lied Min*r Wiify Meets the 
Texmen* Apparently, the Inland 
Revenue are after thai : share of 
Willy's good fortunes (could thrs 
really be Matthew's 
autobiography?), in which case 
the game should be a first 
Nobody wins against the Inland 
Revenue i No price has yet bean 



8j*Nbf#ier_ Korams Rtft and 
Etderton, 

Homnis Rift and triderton 
make extensive use of amazing 
Fractal plotting rou lines 
Basically, this means the 
programmers can shift hogi 
shapes around the screen in 
rea listic 3D Battbt&jer is a future 
sport Simula I ion of cunning 
simplicity. Release dates &t$ e 
bit obscure at ihe moment, 
though it seems likely that they 
will be available early next year. 
For further developments* keep 
you eye* glued to in is journal 
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A locally new design gives imiant response 
to your command movements. 

Up to now Joysticks of the Speeding quaky 
are priced at £20 and over The Speedkmg is 

rricroswitch based, and costs only £12.99. 
£I4W fw BBC & DRAGON machines. 
Designed to fit your hand, not the 
table top, meaning comfort during die 
fonges* of games. 

GUARANTEED for Twtfre Months 
Available for Spectrum 48K and 
Plus Commodore 64, 1 28 and Vic 20 
Atari, Electron. Amstrad, BBC and 
Dragon machines. 

Available m left and right 
handed modes. 
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MORE WHEEEEE, SPLAT 
(GENTLY) 



An update on how the CRASH/ZZAPI/AMTIX! Dr Barnardo and 
Action Group charity pa rachute jump is going, as the clock ticks away 
the seconds to takeoff time for some hapless Newsfield Nutters. . , . 



Now that the votes are 
beginning to come in 
there is an air of panic 
circulating through the 
Towers. At the top of the 
jump league table is our 
very own lovable 
(almost! affable (rarefy) 
and helpful (neverh 
Denisethe Subscription 
Queen. This unenviable 
position is due to one 
man, who shall remain 
nameless though readers 
of CTW may know to 
whom we refer. As an 
Incentive to the rest of 
you the anonymous 
donor has promised to 
keep sending in the loot to 
keep Den ise at the top of 
the list. That could cost 
him a lot of money, 
Denise is trying to 
establish exactly what it is 
that he wants to make him 
renege on his promise. 
Another high flyer is 
ZZAPs very own mini 
hero Julian RignaH. So far 



■ 




the voters have placed 
him firmly on the tarmac, 
if not actually in the 
aircraft itself, A couple of 
readers offered eKtra loot 
if RignaH would make the 
jump without the aid of a 
chute — he's giving the 
idea some thought 

In the meantime the 
software industry is 
beginning to put up 
goodies for the voters to 
win — we'JJ publish a list 
of the prizes on offer in 
future issues, 

Dr Bernardo's, who 
have a reputation as the 
world's largest family, are 
jubilant about being on 
the receiving end of your 
generosity* Since the 
1870 the organisation has 
been helping and caring 
for children who have 
either been orphaned or 
who are disadvantaged in 
other ways, Nowadays 
Bar nar do's are involved 
In a wide range of 
activities. Apart from 



running childrens 1 homes 
Barnardo's provide help 
and advice forthe parents 
of handicapped children 
as well as day care 
centres, fostering and 
adoption services and 
education for children 
who need help to 
overcome a wtde range of 
problems, Bernardo's 
pointed out that they are 
also heavily reliant on the 
use of electronic aids in 
their projects. The more 
common applications for 
computers are as 
communication aids, 
alarm systems and in 
computerised wheel 
chairs. Not surprisingly, 
some of Dr Barnardo's 
children are computer 
games addicts as well. 

Last year Or 8arnardo r s 
helped over 9,000 
children- With your help 
they could help even 
more new year. If all of 
our readers responded 
with just one pound then 
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B a r n a rdo 's and th e Act ion 
group could benefit by 
£100,000. Don't be mean 
— send *n your loot! 
Besides the invaluable 
help that you will be 
giving the two charities, 
don't forget you stand a 
good chance of winning 
one of the many prizes on 
offer. And you could have 
the satisfaction of 
knowing thai you've put 
one of the Newsfield 
Nutters in a very awkward 
position — 2000 feet 
above the ground . . . 



■ 
■ 
■ 
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I w»nt , » . to jump out of ■ v«fy high flying 

H*rcul« [He or she may um a parachute art his or hm 

discretion) 

I ftoctoi* a donation ol E . . . . (minimum of £ 1 00) 

and no coins, please We flat charged for receiving 
them. 



THE COMPETTTtONY BIT 

Name three flight simulation game* 



I am frequently known aa 
and can be reached at . . . 



11} 

(2) 
13) 



In fifteen word* or leu. using your tltlll, judgement 
and a pen complete the phrase below in the most apt 
and original way • . . 

I WANT SEAN MASTERSON TO JUMP BECAUSE 



■ SEND YOUR VOTES AND LOOT (NO COINS!) to: 



* 



WFEeeeee SPLA Tf PO BOX 10, LUDLOW, 
SHROPSHIRE, SYS IDS 



STOP PRESS 1 Oli offers original cover painting as a prize for the voters in the Loony Leap Charity Competition! 
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PALACE SOFTWARE PROUDLY PRESENTS 




Screen *hot* 

from the 
A mural 
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Explore an entire world in 'Cauldron'- A spectacular arcade adventure 
fea.uHngs.icot-^pandplacfo^iu^t. , 

Available from alt good Computer Games Shops or direct from 
Palace Software, 275 Pentonville Road, London N1 9NL. 
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Dear RaJace Software, 
Please send me 



Name:. 



of Cauldron (Amstrad) 



cassette(s) Address:. 



@£8.99 



Please add 80p P&P to your order. F^yment 
by cheque to Palace Software, Postal Order 
or by Access/Barclaycard No 



Postal Code. 



Vl 



J 
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Gargoyle Games, £9.95 cass, keys only 
Authors: Greg Follis, Roy Carter 








Gargoyle Games hive 

(temporarily?! abandoned the 
distant pest jumping id the dist- 
ant future as a setting for their 
latest game Marspon, the first 
in the 'Siege of Earth' Trilogy, 
begins at a time when me 
human race is having problems 
with a race of evil aliens 

The Earth and Moon are def 
ended from the xenophobic 
alien race known as the Sept by 
a mass rue spherical force shield 
in space. Trie problem is, the 
Sept have discovered a way of 
breaching the field- Deep within 
the central computers of Mar- 
sport, now a Sept stronghold, 
are the original plans for the 
cons! ruction of the barrier which 
detail how it can be reinforced 
They were hidden there by the 
barrier's creator, MuMcr who is 
now dead 

You play Commander John 
Marsh, of Ihe Terr an under- 
ground liberation movement, 
Your mission is to locate the 
central computer in the Mars 
port complex, recover Mullet's 
plans and then escape wtth 



them intact. Apart from the 
dangers presented by the aliens 
in occupation, you have to cope 
with the computer generated 
defence systems. Standing at 
the entrance to the spacefietd. 
your first task is to locate and 
then charge a weapon, without 
which your mission is certainly 
hopeless. 

The Sept warriors that patrol 
the corridors of Ma f sport are 
aliens about half your size who 
are deadly to the touch. In some 
passages you may find a Sept of 
the Warlord caste. They are 
large insect-like creatures who 
move only occasionally tf you 
should approach one, without 
having the right weapon to 
hand, a sting lashes out and — 
curtains. 

Although you are warned of 
approaching Sept, you can 
never be sure from which 
direction they will arrive. Your 
energy gun comes in very 
handy, . . . Warden and Herald 
robots, pail of the computer run 



defence system, patrol the 
corridors Herald robots become 
significant later in the game and 
are harmless, while Wardens 
tend to mistake you for a Sept 
and try to blow you away, 

Movement m Marsport is sim- 
ilar to that in Oun Darach, in that 
the character i$ moved to the left 
or right, via control keys, and the 
view may be altered through 
ninety degrees. At first, if this rs 
disorientating, a compass at the 
bottom of the screen can be 
used to help you keep your 
bearings. 

Sliding panels can be found 
set into some corridor waits. 
They're labeled according to 
their function and open auto- 
matically when approached 
Supply units do just that and are 
constantly replenished Locker* 
are a safe storage device for 
items obtained (yo-u may onfcy 
carry up to f Our ^t a time). Some- 
time* these lockers are locked 
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and you have Co put a con a in 
object in the Key unit nearby in 
order id open the covering plate 
Refuse units allow you to get rid 
of objects you no longer want — 
useful given that you Can't drop 
anything, and remember, you 
can always throw away un pleas 
ant Things. Power units provide 
power for objects that need it, 
such as you r weapon . and f i n a I f y 
Factor units manufacture a new 
object from other objects placed 
inside them. Factor units are 
essential — some of the things 
you need to complete your rniss- 
ign do not even exist unlil you 
create them F 

Rooms in the complex are 
identified by a nameplate above 
the door. 'Danger above a 
room, not surprisingly, means 
thai there it something to be 
wary of inside, while 'Restricted' 
rooms cannot be entered until 
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you have located the central 
computer Consequently, once 
the first part of the game has 
been completed, a tot more of 
the playing area Opens up. Many 
rooms need a Specific key to ( 
open i hem _ . so a little careful 
thought is needed. 

The main action takes place in 
the top half of the screen, whilst 
the bottom half gives compass 
directions, details of objects 
earned, weapon status and 
messages Messages are receiv 
ed when you pass a Vidte* unit 
Of when you are in the process 
of constructing another object. 
The bottom half of the screen 
also gives details of the area you 
are in. 

The playing atea in Msrsport 
is estimated at being twice the 
size Dun Darech, Not a little 
game! Unlike Gargoyle's prev- 
ious two games, Marsport is not 
played on a flat plain. Instead r it 
is constructed like a 3D tower 
block. Each floor has a different 
function — for instance the 
Recreational area has a couple 
of Nttle games that can be play- 
ed- The levels are connected via 
a series of lifts that may or may 
not be one or two directional 

Mersport features realistic 3D 
effects: John Marsh can stroll in 
front of and behind struts, and a 
lot of attention has been per 
the animation of his move- 
ments. 

Unless you have a few weeks 
to spare, the game will need to 
be played in several sessions. 
Thoughtfully, Gargoyle have 
provided a save game routine — 
which can also be used just 
before you do something espec 
tally tricky in case things don 1 ! 
work out. 

And once you do get the 
plans, the game isn't over— you 
Still have to escape from Mars 
port. Not a trivial task, but this 
time,. Gar goyle have added quite 
an Interesting feature to the end 
of the game, ., 



Control keys: Walk left/right 
(ALTERNATE KEYS ON 

BOTTOM ROW); Enter a door 
(RETURN}, Camera lefl/nght 
(ALTERNATE KEYS ON SEC- 
OND HOW); Pick up/drop 
[ALTERNATE KEYS ON THIflS 
ROW); Select object IANY TOP 
ROW); Fire (SPACE BAR); Auto- 
ran on/off (4) on the numeric 
pad; Freeze/unfreeze I SI on the 
numeric pad: Options 161 on the 
numeric pad. 



CRITICISM 




i -a With Marsport Gargoyle 
I kl 4 Ga mes have brought new 

l_ J meaning to the word 

arcade adventure Dun Darach 
was hailed as being the serious 
arcade adventure on the 
Am 5 trad Gargoyle'* latest 
game hat taken that already 
successful formula and improv- 
ed ft by far. The graphic? are 
very good though they tend to 
be a btt slow and at times slight- 
ly jerky but the red background 
walls add a lot of atmosphere. 
The problems are devious and rt 
could take many months before 
you finish the game. Definitely a 
very good game that is worth all 
of the £9.95 asking price espec- 
ially if you consider that there 
are a lot of abysmal games 
being sold at the same price. 

I've not always been a fan 
of tough games like this 
one but M&rsport has 
won my admiration. The presen- 
tation is very good even though 
the game can t be played with a 
joystick. Once the all essential 
gun has been found Ft really 
w^rms up , becomes fut\ and oari 
prove terribly addictive. The 
graphics are very good espec- 
ially those of the Sept Warlords 
but il is a bit of a shame about 
the sound, ff you're not into 
arcade/adventures then I doubt 
you will like this game but there 
are a lot of problems to solve so 
if you do like it you can be kept 
playing for an eternity 

[#\ ] The sense of humour thet 
lyy{ bubbles fust b&hw the 
L_!^J surface &f Gargoyle's 
mamm&th arcade^ adventures 
is particularly evident in this 
new game which takes th&r 
form of 3D exploration further 
than ever before. There must be 
some people about who dfstike 
this type of game, but I'm sure 
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the majority williove n Addition 
of a weapon makes far some 
&rc&de action fun to the eerfier 
format, and the pu&te$ should 
keep yw guessing for some 
time, although a *gr$an*ometer M 
is essenttaf for some of the puns 
used as answers ' The graphics 
are ofegeneraffy h*gh standard, 
with some super animation 1 
can't wait tor pan two of this 
new trifogy* whtch /We heard 
will be treated in a graphically 
different way It's exciting to 
think about what Gargoyle wit! 
come up ¥vrtfr. . . . 

Presentation 85% 

Very good packaging with a nice 
strong back up story. 

Graphics .92% 

Beautiful characters though 
movement does prove a little 
slow. 

Sound 9% 

Very limited indeed but the 
game does have a strong 
atmosphere 

Payability 87% 

Abit difficult until you have 

found the gun. 

Addictive Qualities 93% 

Plenty to keep you going for a 
long, long lime. 

Value for Money 95% 
Abit above the average Amstrad 
game price but worth It 

Overall 94% 

If you're into arcade adventures 
then this is the one to pet. 
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CYRUS II 3D CHESS 



Amsoft, £9 95 eass 

Author: Intelligent Chess Software 





The program comes 
in the standard Amsoft Gold 
packaging inside which is your 
cassette and instruction manual 
Although ifs against most 
people s principles, reading the 
manual is a good idea. It pro 
v ides someth ing to do wh i 1st the 
game loads Thrt manual ■ 
small but compact leaflet expl- 
aining clearly the depths and 
1 1 mi ta i ions of the game. 

Once loaded, the game has 
nine normal levels of play and 
three special ones. The first level 
gives the computer 2 seconds to 
make an answering move 
whereas level 9 allows 2 mm 
ules 30 Seconds Pressing the M 
key interrupts the computer and 
forces it to make the best move 
calculated at that point. One of 
the special levels provides a 
better method. It is called the 
adaptable method and calcu- 
lates how long you spend decid- 
ing a move and then spends the 
same amount of time rtself. 

The other special levels are 
infinite and pro bl em On the 
infinite level. Cyrus only theor- 
ises until you tell it to stop and 
make a move (there are except - 
ions to this such as when onty 
one legal move exists for the 
computer) On the problem 
level P the computet looks for a 
way to force checkmate in five 
moves or less 

The program supplies all the 
usual features such as analysis, 
retraction and replay of moves, 
'nnTs and a demonstration 



mode. Bui apart horn the usual 
option to save the game to either 
disk or tape, there is also a useful 
printer option. A serious chess 
player would be able to keep 
truck of his progress without 
having to constantly load old 
games, 

There are two optional 
displays. One is the traditional 
algebraic notation and provides 
the standard plan view display. 
The other is the 3D aspect board, 
made so much of in the title A 
small arrow is displayed on your 
move and you allocate the piece 
and new position with it. Al the 
bottom or the screen isthe chess 
clock so you can see your res 
ponsetime 

Control keys: Cursor keys. 

CRITICISM 



J To be honest. I'm no! 

teM usually bothered about 
\ 7f chess programs because 
basically, I'm not very good at 
the game, This one does appeal 
to me though. The 30 makes the 
actual game look attractive to 
play. And there's no problem 
setting up special levels or 
moves— It 'sail very well done! 
cant honestly tell how much of 
a challenge ft would provide for 
a good player as I can't even 
beat rt on the first level. H you 
have the Slightest interest in 
chess, then get this. You could 
well end up an addict 




%j The game is very well 

? resented and pEays well 
here is no doubt in my 
mind that this is a powerful 
game. After a while I think a 
competent player would be 
winning most games on the first 
level. But I played the game on 
level 9 once, and the result was 
laughable \i tool wary little 
effort from the computer before 
even I could see doom approa- 
ching. Not a game lo play again- 
st if you have an ego, Some of 
the 3D doesn't work too well but 
it's still of a pretty high standard 
overall. The animal ion is 
smooth and that goes to make 
this the best presented chess 
program on the Amstrad, The 
options available should suit 
players from total beginners to 
competent club level. An 
excellent game. 



f\ Although presentation 
^ffl was exceftent in the 3D 
—J fj/me, / thought it couttf 
have h&en hett&r on areas hke 
the options screen This w..- 
particutartv bad in any way hut it 
wasn V presented with any of the 
sophistication found in other 
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parts of the program, More 
imporfantfy ftQw0v&r r the game 
ftsett was very good, ft has aU the 
Options you realty need without 
besng cfogg&d end unpayable 
as a result. The package is neat, 
uncvmpftcated and htghfy ptey 
ebfo The best /Ve seen to date. 

Presentation 87% 
Good all round, bur perhaps not 
outstanding when selecting 
options 

Graphics 88% 

The blue- white chess board and 

Sieca* work excellently on the 
D game 

Sound 5% 

There is only an error bun but 
the game requires no other 
sound anyway «0 this isn't a 
criticism. 



Payability 90% 

No problems are lifceiy to be 

encountered 

Addictive qu a I hies 85% 

Really depends on how much 
you (ike chess but the program 
will drew you back if you gat into 
the game 

Value far money 89% 

There are more expensive and 
less efficient chess game* on the 
market. 

Overall 90% 

Well programmed and 
marvellously presented chess 
game. 
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3D GRAND PRIX 



Amsott, £9-95 cass, £13 95 disk 
Author Mick O'Neill and Dave Mendot 



The way you get slammed to ■ 
hurt for hitting an other ear is 
Silly. The other car still shoots 
off into tho dtstflrH-.fi The graph- 
ics are pretty pood {front tyres 
are very effective I . Some of the 
backgrounds are really sharp 
but do all of those race courses 
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and mo si of thi* rime the graph- 
ics are very good indeed It isn't 
quite a Classic but 3D Grand Prix 
is still a pretty good racing 
game 



Another release by Hie ambi- 
tious Artisoft Gold department 
involves taking the role of a 
formula one racing driver. Such 
pames have been made famous 
in the past by me likes of A tar 
isott's Pole Position but this is 
one straight from the Amsoft 
fold 

As is the norm with racing 
games, you are offered a choice 
of circuits to compete on In this 

flame there are eight to choose 
rom; Zandvoort, S ilver stone. 
Amforstorp, Jarama, Roeur, 
Brands Hatch. Kyahami and 
Mosporl. You have to success 
fully drive your car around all 
the courses Being successful 
counts as finishing the race 
between first and third after 
three laps. You then qualify to 
race on the next circuit 

When sat in the driving seat 
you have two wing mirror views 
and a gear selector display, 
apart from the obligatory for- 
ward view. Gear selection is 
important as the car's perform- 
ance suffers if it's not in the right 
gear for the speed, Wmg mirrors 
ere useful to find out just who's 
behind you — overtaking drivers 
hive no manners in this game) 
They cut in front of you when- 
ever they can. 

Unlike some other race 
gam es r thi s one does n-ot kill you 
Off when you crash. You simply 
come to a very sudden haft and 
several other cars overtake you 
before you get back on the cir- 
cuit again. Other features of the 
game include a scrolling back- 
drop, warning signs and a plet- 
hora of sound effects, 




Control keys: Z (LEFTI: X (RI- 
GHT); 'PUIS' (ACCELERATE!; 
7 (BRAKE); SPACE (CHANGE 
GEAfil. 



CRITICISM 



*H 



There certainly are some 
good effects in this game. 
The courses are hard, and 
there are plenty of them, The 
sound effects are really good 
through the stereo adaptor. 
After that, there's not a lot to 
recommend it. The wing mirror 
is a good ktea but badly done; 
you can turn an extreme corner 
Out the mirror doesn't notice 



actually have the same pavil- 
ion? Whether they have or not 
isn't really important as you'll 
soon find yourself wind in your 
hair, gritting your teeth, trying 
to finish a pretty compelling 
game. 

%j First impressions Jedme 
KM xq be Neve this would be a 
T3 remarkable game, Play^ 
ing it for a while modified my 
opinion sligMly The other cars 
on the track have a tendency to 
behave un realistically at times 
and this can become annoying. 
Some aspects of the car are 
badly drawn but you don't nor 
malty notice the details. I did 
think that it was vary playable 



3 This is a very challenging 
race game. The circuits 
^— I */? varmf and well 
chosen The graphics are eye 
catching and tha sound has 
some interesting features ft 
isn't perfect however Gear 
change is s/vggish end some of 
the other cars move /erkify, By 
the rime you get halt way 
through the aame* fhts can make 
your work dtfftcutt On the other 
hand, the pace ts a suitably fast 
One which should test your dex h 
erity considerably, in aft / thmk 
that theg&me's good points out 
wefoft its bad ones, tf you're 
looking for a racing game then 
SO far this is the best of its kind 
Oft the Amsfrad, 




Presentation 64% 
Mediocre packaging 

Graphics 85% 

Impressive in pans but there are 
some annoying glitches. 

Sound 73% 

Standard effects for a race game 
but well done, 

Payability 84% 

Instantly playable. 

Addictive qualities 83% 

tf the few faults don't bother vou 
too much (and they shouldn't ), 
you'll want to get further. 

Value for money 79% 

N ot bad for a game of this scope. 

Overall 86% 

Challenging race game with 
some graphic faults Still tha 
best of its kind on the Amstrad. 
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HACKER 



Activision, £9.99 cass 
Author: Steve Cartwright 

Cio££ly following on from the 
Commodore and Spectrum ver 
sions, Activision have made 
Hacker available to the throngs 
of Amsters up and down the 
country Now you too, can en- 
gage in hypothetical furtive 
activities, Meat night. For Those i 
of you- who have missed Out on 
what it's all about, here's the 
rundown 

Hacker comes without instru- 
ctions (other than the standard 
loading details). There is no title 
screen: no options — nothing. 
Once you Ve loaded the game, 
you find out why — the screen 
turns blue and prompts Logon 
Please' from thii point on, it's 
up to you. The ides is, that at the 
end of a session accessing 
bulletin boards with your mo- 
dem, you decide to rinp one 
more number lief ore going to 
bed. It's late, however, and 
you're tired, You misdiel and 
end up in some anonymous 
mainframe There are no trues 
as to what the password is, and 
it's doubtful you'd guess it first 
time without the most incredible 
piece of luck, Luck is on your 
fide however, for after a few 
failed attempts at guessing the 
password, the computer starts 
to terminate your involvement 
with the system. Before it disc- 
onnects the line, the ma infra im 
suffers a very convenient mal- 
function, and the system cra- 
shes. When it recovers, the 
computer believes you have 
already gained legitimate 
and you are logged on . . 



tf you enter the system by this 
method, there is a tittle intelli- 
gence test for you to pass. A 
schematic of a Subterranean 
Remote Unit (SRUHs drawn on 
the screen and you have to 
com p fete a systems check on it. 
This requires you to do little 
more than follow prompts and 
move the joystick After a few 
attempts at this, you should get 
through to the ne*t stage. 

Here you are asked to input 
your name {not a trick) and sat 
up e map. The map, in the 
bottom half of the screen, is a 
g ridded world map with nig hi 
time areas and certain cities 
displayed on it. After setting the 
time of day lo match yours, you 
learn that your SRU (remember 
those?) is situated in the South 
Atlantic. A little cursor on the 
relevant part of the grid con 
firms thrs. "You're on your own/ 
las Phil Collins once said) from 
this point on First ttvng you 
become aware of is the top half 
of the screen display which 
changes, presenting a menu of 
options, your 'front view' from 
the SRU, a compass and a 
message indicator. 




Whilst you are exploring the 
underground network, finding 
routes to the different cities, 
little by little, the plot bournes 
more evident. You are inside a 
computer belonging to Magma 
Ltd, a company that is involved 
in a plot to take over the world A 
document has gone missing and 
it must be retrieved before other 
interested parties come across 
ft. This is complicated by the fact 
that the document is in pieces, 
with different sections held by 
unscrupulous spies, who are 
themselves spread out in loca- 
tions across the race of the 
globe. You have to deal with the 
spies in order to collect the 
pieces and assemble the docu- 
ment, which then has to be 



CRITICISM 



>l 



Hacker is a superbly 
designed game, oozing 
with originality, rf noth 
ing else, we've com* to expect 
originality from Acti vision rec- 
ently The game works well 
Packed with vitality and atmos- 
phere woven into a deceptively 
clever plot, it provides the most 
stimulating graphic adventure 
I've ever come across It does 
have its faults however. The 
sound effects are poor, as it the 
redesigned character sat and 
there's really no excuse for this. 
Also, some form of randomisa- 
tion in the dealing of different 
items would have negated the 
tedium which threatens to set- 
tle in after a few games Tint 
graphics too, could have been 
better — as rt is they make few 
demand s on the Amstrad In the 
end, I think Acti vision managed 
lo do what they wanted well. 
Hacker is worth ft. 



returned to a certain location. 

This is made difficult because 
the Spies, being the untrust- 
worthy, double dealing bunch 
they am. allow you to trap 
yourself. A spy will happily 
accepting an item you need to 
give to another agent in order to 
trade. Not only that, but the king 
r a rmm scanner goes (a u Ity after a 
while, leaving you totally blind 
to your location. To cap it ell, 
Magma eventually discover 
your intrusion and send out 
security satellites which, when 
they find you, commence a 
series of progressively harder 
security checks. After all thai, 
you probably don't want to hear 
that there's a time limit as well . . 



Okay, comparisons are 
odious but this version of 
Hacker isn't as good as 
versions for other machines in 
some respects. The SRU arms 
don't move when you obtain 
items from other spies for inst- 
ance, and some of the sound 
effects are rather tame. I don't 
think that the game will appeal 
to everybody — it is a little 
obscure. On the other hand, if s 
the different style of this game 
thai makes you love it or hate it. I 
love it. I think a lot of Amsters 
will too. 



HACKER 

You've found your way in. 
But is there a wgy out? 




Oft / enjoyed playing Hacker 
v\jf\ tor the first tew t/mes 
I — — I There's nothing quite hke 
it on the Arn$fr&d fat least as far 
as t know} but to ba honest, tt 
does seem lo become a bit rou- 
tine after a white* There's not 
enough variety. There's plenty 
to go at m the game, but the 
author could have mcluded ran- 
dorrfisetion m soma areas and it 
would have added greatly to the 
qame. Overall, a pretty good job 
nas been done, t admrra it — but 
at the same nme, Cm sfighfty 
disappointed that more wasn't 
made of this excellent tdea 



Presentation 79% 

There's very Imle to complain 
about because there's very little 
there, h's the nature of the 
game. 

Graphics 75% 

Very good in parts but otherwise 
lacking to soma degree. 

Sound 67% 

Rather tame but nol too bad 

Payability 68% 

Rather difficult at first. 

Addictive qualities 86% 
One th i ng you a I way s want to do 
on this game is gel that imte bit 
further. 

Value for money 83% 
Th« re r i plenty of gam* lo g*t 
your teeth into here 

Overall M% 

Bn lhar-Tly conceived but let 
down slightly by unambitious 
implementation 



J 
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SLAPSHOT 



Anirog, £8.95 cass 
Author: 



Sports simulations are all the 
rage, and the Amstrad is not 
being left behind Now Anirog 
have released Snapshot, an it* 
hockey simulation To add to the 
growing eolfectjons of sports 
simulations a via liable 

Ice hockey is reputed I o be one 
of the meanest and roughest 
team games in the world, which 
may account for its popularity 
on the other side of the Atlantic. 
The electronic version is bound 
to be 19 lift In gentler since there 
are only four men in each Teem, 
and the goalie is committed to 
Spending his time wander ingup 
and down the goal mouth. The 
player controls whichever of his 
men are nearest to the puck, but* 
since the remainder of the team 
are free to move about as they 
please you can find that the 
player you are controlling swit- 
ches from one m^n to another, 

As with the real- fife, leg-break- 
ing, bone crushing version, 
each game consists of Three, 
three minute periods. The game 
starts with three players from 
each team standing, poised for 
action, around the puck in the 
centre of the rink. Your first task 
is to get possession of the puck; 
next you must keep possession 
until you give give the puck to 
the opposing team K preferably in 
the bade of their net 

Moving around the rink is very 
easy — |ust guide your men in 
the direction you want him to 
move. However, if he has the 
puck then he witl move a loi 
slower than the other players 
which means that they can catch 
you up- The best way to move at 
speedis to keep hitting the puck 
in the direction you are going, 
and hope that you catch up with 
it before anyone else does 

If the other team have the puck 
then you must concentrate on 
getting it back before they reach 
your net. You can do this in one 
of three ways: by outskating an 
opponent who has the puck and 



so manoeuvering across his 
pfrttt, or by intercepting the puck 
as it is passed from one player to 
the next. The third method is 
called 'check tng\ a rather inoff- 
ensive word for what could 
more accurately be described at 
barging- However, even ice 
hockey has its limits, rf you are 
too aggressive m your checking 
you can be penalised in the form 
of a play offa warded to the other 
team which is taken very near 
your net. 

Winning the game is all down 
to accurate puck control, not just 
when moving with the puck but 
more importantly when shoot- 
ing for goal. The puck can be 
passed in a number of different 
directions and at two speeds. To 
be in with a reasonable chance 
of gett i no the puck from one end 
of the rink to the other, you must 
be able to pass ii accurately 
between your team's members. 

Step Shot can be played 
against the computer or against 
another person. Players can use 
either joy slicks or the keyboard- 



CRITICISM 



A- 



This is quite an enjoyable 
game to play although 
some of the graphics are 
a bit lacking Moving with the 
puck is very straightfofward but 
shooting takes some time to 
master 1 was disappointed that 
I couldn't control the goalie 
After all, the goalie is the last 
line of defence, and its annoy- 
ing only being able to watch the 
man slide from one post to 
another unable to place him in 
the path of the oncoming puck. 



a] There are a number of 
nJSm factors that let this game 
**1 down vary badly Firs! 
the graphics are OK except 
when any one character is sup- 
erimposed over the background 
or another character. Then rT 
becomes very difficult io work 
out just who is doing what to 
whom The movement of the 
men should depend on the 
movement of the puck — surely 
they Should follow it? Some- 
times, my men seemed to move 




m exactly the wrong directron, 
as did the men in the opposing 
team- There were a few times 
when my men couldn't decide 
which of them should take up 
the puck, and just jumped up 
and down in panic while the 
computer tried to sort it out, 
leaving the other team with 
open access to the puck. One 
rather clumsy trick was that 
when a goal is scored the com- 
puter announces it with the 
word GOL' printed under the 
main playing ar^a. My last com 
plaint was that the sound was 
Cut off from the time a penalty 
was awarded until the puck was 
hit again leaving an awkward 
and lengthy period of silence. 



*y Although / en/oyed play- 
iffi tng tht$ game / did find 



that it tacknd reafisrn. f 
have stiff not managed to con- 



trot the goahe, t seem to 6* abie 
to mate him change position 
before the puck is on me move 
but once its bearina down an the 

fo&f mouth the td*ot stands stttt 
he movement of the men ts a 
ffttte silty — ^ wou/d have been 

?uite OK ft they c&ttld Just &fide, 
Ut tnstead they iak& sfadtng 
s tndes. A t the end ot a period r A* 
action sirnpty freezes This gave 
me a mild heart attack first time 
around, because it reaffy f&aked 
as ff the game had crashed A it in 
atl a potentiatfy fun game but 
frayed round the edgefs 




Presentation 48% 

Very plain bo* and very few 
opt rone, as a whole the package 
and game are tatty 

Graphics 70% 

Generally good but soma 
i rntaling points, 

Sound 45% 

Would have been much better If 
it wasn't for the bug during 
pena 

Ptayabitfty 74% 

Quite a fun game especially for 
two players. 

Addictive qualities 67% 

Not likely to be a lasting game, 
rts shortcomings will begin to 
annoy you sooner or later 

Value For Money 55% 
, Poor value when you are faced 
with so many shortcoming! 

Overall 68% 



DON'T PANIC 



Firebird, £2,50 cass 

Despite beinjj titled Don't Pantt, 
regret ably Firebird's Silver ran- 

Kgarne is not an appearance of 
ugtas Adam's wares on home 
computer. In fact Don't Panic is 
an arcade game with a platform 
slant to it 

The scenario revolves around 
a hassled droid trying to load the 
deep space equivalent of a jug- 
gernaut with various goods 
scattered about the warehouse 
The hassle comes in because all 
of the cargo has been mysteri 
ously contaminated with a pois- 
onous toxin, particularly viru- 
lent and deadly when it comes to 
cargo droids. The droid's empl 
oyers, not being heartless souls, 
have given the droid a deconta 
mi nation laser, a blast of this at 
the ill looking cargo washes all 
the nasi mess out of it. Once 
you've loaded the ship with 
sufficient cargo you can trundle 
off to the next cargo bay. Even 
though this lifestyle seems bad, 



things &te worse Than they swm 
since hopping about the plat- 
forms is a green alien who 
happens to b5 hungry and en 
toys his standard diet A droid 
meiall 

Don't Panic takes place on 
four platforms, each one placed 
above the other, spaced equally 
apart. Controlling your droid 
left, right, up and down you can 
stroll on the ledges and move in 
between them at certain points 
The overall playing area is quite 
wide, scrolling around your man 
and wrapping round once 
you've travelled the length of 
the cargo boy 

Placed centrally in the cargo 
bay is the spaceship to which 
you an? trying to ferry the cargo. 
If you run into any cargo you 
lose a life but if you fire a laser 
bolt at it the item is knocked 
towards the ship Blast it off the 
edge where the ship is situated 
and it rs safely packed away. 

The roaming alien, scourge of 
the spaceport, can move fatter 
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than you and continually chases 
after you feu 1 ^ C3n only hop 
between two platforms if the 
mo r m >ol on your trail . Itie 

best tactic is To )ump up a couple 
of level* the nert vertical access, 
On the first Ship the vital com- 
modity of galactic importance 
being ferried is teddy bears. As 



sly hard. I had trouble getting 
onto the second screen, once 
there I found >! impossible. Not 
one of Firebird^ best V m afraid 



3 



Having not seen any other 
reteases for the Am strait 
from firebird, t was quite 




the sheets oo on, the cargo 
changes arid the going gets 
rougher #s nasties such as 
mutant toads (gaspf) are added 
to your obstructions 
Control keys: Definable 



CRITICISM 



I ^ I Though a nice ides and 
I Mil noT ™ r badly executed 
V J (Admittedly the scroll 
rng'i » bit jerky), *ne game is juit 
too herd to allow any real prog- 
ress. At first rt doesn't matter 
that much since you expect to 
be ruhbtah on a new game, but 
when after a substantial amo- 
unt Of keyboard bashing, you 
can't even get pest the first 
screen, things start to get a bit 
dull The main problem is the 
porky green alien who wilt 
nearly always corner and eat 
you. not a nice experiences! ell. 
The graphics are above average 
despite being prone to the odd 
flicker or two, nothing off putt- 
ing The sound is fair as well but 
overall I'm not that impressed 
— though I can see how some 
people may well enjoy it At the 
price it'ri be worth a look et 
anyway, 



Though the game would 
have seemed fine about a 
year ago, I'm afraid that 
compared to the high standard 
set by other budget companies 
Don't Pjtnrc really doesn't make 
the grade I felt the graphics 
were slightly above average but 
the scrolling was really bad- The 
top of the serpen would first 
scroll end then half a second 
later the bottom would follow* 

Don't Panic was also ridiculou- 



expectant smce Firebird's bud- 
get software has quite a reput- 
ation tor other machines, Sadty t 
fett 'el down due to the tow 
quality of the program And 
presentation. The game idea 
itsatt is stmpfe but doesn't gmte 
prove the 'simple ideas are best' 
idiom, Graphics are reasonable 
until the program makes an att- 
empt to move something a/ 
then atl static graphic effects are 
spoiled as the screen wobbles 
across the VDU- Atso it's ridic- 
ulously bard, requiring near 
superhuman gaming powers to 
get past the firar screen. Hope- 
tufty Frrebtrd wiff feern from thts 
little mistake. 




Presentation 55% 

Not bad but not outstanding 

•finer. 

Graphics SI % 

Quite good with nicety animated 
monsters roaming around 

Sound 34% 

Very sparse 

Payability 38% 

Way too difficult and 

Addictive qualities 45% 

, , , brings down the addictive 
qualities. 

Value for money 63% 

Not bad for the price 

Overall 59% 

If you need a good challenge at a 
cheap price it may be worth a 
look at 



WIZARDS LAIR 



Bubble Bus, £895 cass, 
joystick only 

Wizard's Lair is an arcade 
adventure of massive propor 
lions, 256 locations to be pre- 
cise Marketed by Bubble Bus, 
Wizard's tat is a conversion 
from the Spectrum original thai 
appeared some? lime ago and is 
Sold in the now fashionable 
back lo back package with the 
Commodore version on the 
other side. 

The cassette inlay scenario 
places you in shoes of Pothole 
Pete, a cave and chasm explorer 
trapped W'!hin a missive sub- 
hneen network of intercon* 
neciing caves named the Wiz- 
ard's lair. Obviously Pete is 
eager to escape and for some 
mysteriously unexplained rea 
son he can on ly be free once he'-* 
collected alt four pieces of the 
Gulden Lion. The trouble is that 
the dismembered lion's compo- 
nent parts have been scattered 
about into the distant depths of 
the Wizard's Lair. 

Populating the many caves 
ere a number of different mon- 
sters and various nasties. These 
creatures of the caves sap your 
energy, the Itleforce that powqrs 
you, <f you're careless enough to 
travel over them, Two charac- 
ters definitely worth avoiding 
are the Knights and Execu- 
tioners, since their touch proves 
fatal to Pete and loses him one of 
the five lives he's supplied with 

The different screens are flic- 
ked between as you move 
through the doors arid portals 
interconnecting the caves in the 
normal arcade adventure fash- 
ion. The action is viewed from 
above. Pothole Pele being 
shown from a bird's eye view as 
well as the room details, making 
a bit of a change from the false 
perspective employed in most 
games of this type, The caves 
are split between seven levels, 
ell interconnected with ward- 
robe lifts and magic lifts, These 
sit innocently in the comers of a 
few of the caves and are activ- 
ated once you run into them. 



To battle the various demons 
populating the caves you're 
supplied with a limited amount 
of weaponry If you press the fire 
button, a stream of axes comes 
spinning out of Pothole Peie r 
fatal to any bsddie you may 
meet, and quickly depleting 
your weaponry bar. Totalling a 
whole cave full of demons fs 
quite easy since the axes haph- 
azardly ricochet off the caves" 
walls. Once you've mn out of 
axes, you are forced lo search 
the caves for some more tf you 
come across a small axe tying on 
the floor jList nun over H ami your 
weapon status takes a turn for 
the better Other useful objects 
littering the caves' floors include 
wings, crosses and armour. The 
wings speed Pete's pace up no 
end, though the affect Is limited 
Armour gives temporary pfOtOC 
tion, while crosses enable obst- 
acles to be passed; 

Also left around the Wuents 
Latr is a fair amount of gold 
bullion, useless until you pick up 
a magic spell which allows any 
collected gold to be converted to 
the more useful energy, weap- 
onry, keys, rings or diamonds. 
Keys allow access lo a number 
of otherwise impassable doors 

The caves* scenery changes 
from level to level one floor 
looking particularly like Uln 
mate's hit Sabre Wutt and 
another resembling the cave* 
from Atic Atac, Some bits of the 
scenery acts as barriers, stre- 
ams, for example, are impass- 
able unless a bridge is supph-ri 
Once you are unfortunate 
enough to lose all your lives, 
your progress >s halted and 
you're informed of your percen- 
tage, piece* Of lion collected and 
the final score. 



CRITICISM 



A 




hYte/tfj tti/r was a great 
game in alt ft* other in- 
carnation*, though I'm 
afraid the Amstrad version 
really didn't live up to expect- 
ations, Though all the qiimepl ay 
elements inherent to the origin 
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■J art ttill present, the program 
it very badly executed The 
varying speeds lit which the 
sprites move About the room 
are neif u n belie v a ble> the zp*e4 
changing dramatically in the 
number of object* moving in the 
room change Though being a 
basically good game, Wizards 
Latr t just dkJnt appeal beoiUM 
of fts technical inaptitude 

Although tfrts is cosmetic 
ally similar to Ultimate^ 
Spectrum cjame. A tic 
At&c, Ward's Latr has & fur 
greater depth of scenario and 
complexity Even if The game- 
play aspects are excellent., the 
whole game falls down in the 
way it's been done It really nut 
prised me s«nce the program 
had Ml such exemplary examp 
{$$ on ttie previous vereions. 
The graphics are also of a poorer 
standard than has been achiev- 
ed previously, My main gripe is 
the way the program seems to 
make no attempt to move obj- 
ects with any smoothness This 
would have been fun to play had 
it not been for the low standard 
of programming compared to it* 
other versions. All in all a pretty 
poor bet though some readers 
may lik<! Wtiards Lair I suspect 
their numbers will be limited. 



a i must admit f realty en- 
%i foyed This game desptte 
.^"*'l fts poor presentation and 
cumbersome graphics. The 
game ttselt was great to play and 
some of the features wham exc- 
eptional I particularly ftked the 
way gold COuld be transmuted 
mlo other helpful items. The 
overall goaf ts hard enough to 
hold interval hut not too harrfas 
to put you off totally. Admittedly 
the graphics aren't of an except- 
ional quality though I did find 
them to be effective. I thought 
the wardrobe utts looked very 
good indeed Overall a very 
good game if a little unpolished 
Having a few of its rough edges 
smoothed of wouidn r t have 
gone armss though. 



Presentation 63 % 
Above avef age, though not 
outstanding. 

Graphics 56% 

Not up to the standard 
achievable on the Amstrad* but 
bearable 

Sound 54% 

Simple, unambitious sound 
which could have been better 

Payability 45% 
'Made difficult by some of the 
9*1 more unusual foav 

Addictive qualities 63% 

• " a shortcomings, fNsrt 
is some fun to be had hate, 

Value for money 61% 

WeJI overpriced considering the 
limrtatio/W Of the game 

Overall 54% 

Disappointing implementation 
Of what wet quite a good game 
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Amstrad games software has, by now, had a fair time to 
develop Much of the earlier material consists of conversions 
from Spectrum originals, and in turn, many of those ware 
copiers of arcade machine games. As te tn be expected, • lot 
of rt Is dross, and Amstrad owners haven't, by and large, 
benefitted from the budget-priced software that has app- 
eared for other machines which makes it a reasonable risk to 
buy ageing gamers, 

Recently, however, the situation has improved, with far 
better conversions coming along, and some excellent 
Amstrad originals The aim of The Complete Guide is to bring 
you up to date on games software through brief but to the - 

Kim mint-reviews, helping point a way through the mine- 
Id that hides both excellence and rubbish in the hype. 

We asked ROBIN CANDY to play Ns way through — well, 
an awful lot of games and grye his opinions. As there are too 
many games to fit into one issue 

The games are not in any particular order throughout the 
issue, making categories gets harder as more complex 
games appear, but there is an index on page 7 to help you 
find them and a key to suggest the type of game. Each game 
has been given en AMT1X 1 Overall rating based on what ft 
would receive if rt were to be fully reviewed at this time 



THE SCOUT STEPS 
OUT 



Controlling a boy Hout you must 
lour ney around your campsite collec 
ting badges, mushrooms, iM m trJ 
and other assorted assent ia? scouting 
■ The game ttsrts wim you am 
you r scout Chums frrmtnd ■ campfire 




" 



enjoying some scouting music Von 
must then follow a sucossstofl of 
arrows which lead you to varied 
platform serpens where the items ere 
to b* ODCtected As with most other 
platform games there are an assort 
~ of nasties Id thwsn your art 
some of wtiKfi move in reg- 



ular patterns while others just home 
in on you. 

The Scout Steps Out n en enjov 
able game thai proves to be add* 
live Both the grapliica and sound ate 
quite good but not outstanding Ai 
platform games go vou can't go far 
wrong with this one — be preps red 

Overall AMTIX' rating 71% 
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nnitowrr umrtuncled by water 
influenced some bnghi spar* in*o 
bu riding a number of Bridges serosa 
me water. The aim of Bridge ft is to 
oelfromoneliouseonorwsid«pfih« 



Of ttge* lo another on the other %*kt 
You contfol the bridges so rt it up lo 
you to get you and your frieflcti 
serosa the water Ths people descend 
horn the top or the screen ami you 
have to lower a bridge lor mem to 
cross ovatp otherwise they win waft 
into tt 

The idea behind this game J* very 
simple end «t soon becomes extrem- 
ely rapftvtlve and boring this is not. 



helped by the tub standard or < 
and the ewK^ sou nd Bndoelt is now 
very dated and ns doubtful *foa i *ar 
H wrfl appeal to anybody othw than 
the youngest of games players 

Overall AMTDtl rating- 10% 



CLASSIC RACING 

Amsoft, £&9Scass 
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Competing en the flat t*c*rw season, n 
fa your aim lo malta m much money 
us possible You have 16 horses to 
race over 16 race meets when consist 
6 races m esch plus there are ihe 
daaaict at the end of the game 

When you are at a race mseitng 
you find tnst each race h*s s rating — 
minor, principal or els*** Dapend- 
ing on how a race is rated determines 
the prire money on offer. Ai the start 
of the race you have the choce to bet 
on one of the sue horses running in 
irwrece Once you have dor** that the 
race «* run After each race you are 
given any money that is owed to you 
plus your horses start to build up a 
form boc* which should give you an 
idea as lo which horse lo pica for a 
particular race. 

Classic Racing n one of tha few 
good hone racing games avwtabfs 
on any computer The graph.es are 
poor for mis game out n <* very 
addictive end playable. Aa a genersl 
rule if you like feoitail A**rmff*r or 
j/vmpv you should enjoy ihis 
garne aven more 

Overall AMTlXt rating Bl% 
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Am so ft- £9.95 cass 

Following On from Am soft 
Gold's other releases 3D Grand 
Pnx. 3QSluntrider. is 3D Boxing. 
a simulation of the notrte sport 
of Kitting people. The ides is for 
you to reach the final, win the 
litle of world champion and 
claim the coveted Artisoft BeltF 
(wow). To become the holder of 
this obviously wondrous object 
you hive 10 thrash no less than 
fix different fighters The 
lOUfl contenders' ski It and nast- 
mess increase with every man- 
gled opponent left behind you„ 
each having different strengths 
and weaknesses. 

At the start you ere presented 
with an Option menu accompa- 
nied by a jolly Mttle melody 
There are options for one or two 
players, and rather than letting 
you try end beat ypu rsolf up, the 
one player option pits you 
against the computer's skills. 

The game takes place in a full 
3D representation of a boxing 
ring taking up the whoJo screen, 
with hordes Of spectator* crow- 
ding around the ringside, The 
boxers are about a qua rter of the 
screen height tall, your boxer 
being identified by the colour of 
his shorts. Each compel il or has 
an energy bar displayed in his 
corner Any unblocked blows 
dr^m away a boxer's energy, 
while skillful dodging end 
weaving allow you to rest and 
recta i m some lost energy. To 
WJn you need to win a round 
leaving the other Fighter with a 
lot less energy than yourself 
Bouts are fought in rounds, each 
one lasting one and a half 
minutes. 

When you finally gel to down 
to fighting there are eight diff- 
erent moves acc&ssable from 
either joystick Or keys The fight 
moves are split into two groups, 
seven for attack and one for 
defence. The control method is 
similar to that used in Melbou- 
rne House's Exploding fist. The 
loystick is used for directional 
control until you press the fire 
button, you then have access to 
different fighting movr>s Punc- 
hes available include jabs, 
hooks and uppercuis, each hav 
ing their own advantages. Jabs 
and hooks can be aimed al your 
opponent" s nead or body v, 
the uppercut delivers a good old 
fashioned roundhouse to your 
opposite numbers chin, You are 
equipped with only one defens 
ive move, a face block which 
should sway any attack on your 
pftcious features. Your midriff 
is left perilously unguarded and 
The only manoeuvre available 
for dodging a body blow is a 
quick back step 

The six different boxers are 
named as follows. Mad Joe, 
Quasi, Roland r Mik Hail. Ronald 
and Jet. Included in the packa 
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Sng is a handy booklet detailing 
e weaknesses and strengths of 
the various contenders. The first 
fivH boxers all have their weak 
nesses but Jef, boxer number 
six. seems to be pretty near 
perfect and almost 

un beat able. 

Control leys: Player 1 W/A 
hook head /body, A/5 face 
block /uppercut: WA/SZ jab 
head /body; AZ/WS jab body/ 
head; Player 2 uses different 
combinations of keys. 

CRITICISM 

Boxing games seem to be 
this year's answer to last 
year s craze for platform 
pamev Amsofts attempt to 
|ump on the band ring is qurte 
creditable, the impressive grap- 
hics coupled wrth the con vine 
ing 30 make 3D Boxing immed- 
iately pLayabk* Things begin to 
fall down once you start playing 
the game seriously. When up 
against a really good opponent, 
you can end up playing for up to 
fifteen rounds which can get a 
brt dull The joystick control 
works quite well and you'd soon 
find it quite easy to float like a 
butterfly and sting like a bee, 
Despite the high standard of 
graphics and easy control 
there's still no getting away 
from the game's perpetual 
dullness and why it has been 
launched under Amsoft Gold I'll 
never know 

Yeah, what a great idea. 
Lei's put someone into a 
coma, only in a boxing 
game. I have to admit, boxing 
games are a bit dull as far as I'm 
concerned. There's nothing new 
and exciting in the way of 
screens; just more deadly opp- 
onents to battle. If you like the 
idea of slugging it out for several 









rounds with acceptably anima- 
ted characters, then you could 
find this game to your hkmg 
There are no absolutely damn- 
ing flaws in the game But there 
is little long term appeal in these 
sophisticated forms of fisticuffs 
and I suspect they will all soon 
fall into oblivion, which, to be 
honest is where I think they 
belong. 

30 Boxing ts in en tin for* 
tunkie situation As a 
game, it isn't fealty that 
bad, even if tt is tacking a little *n 
depth The problem /s the f being 
on the 'Gpfd* febel people may 
waff expect ft to be batter than 
the norm and the plain tact is — 
A tsnlf The characters took 
terribly elastic and the 3D effect 
fas you may have guessed} is 
out of perspective. It does res* 
pond well to the joystick, but thts 
isn 7 that much of a saving grace, 
f had hoped for something 
more. There is a sense of achi- 
evement first time you wrir a 
boot but after that the whole 
affair sinks to the level of repet- 
itive tedium. Even the names of 
the other boxers aren't that 
imaginative. Not a total failure 
for Boxing addicts 



Presentation 71% 

Usual Amsoft mundane 
package. 

Graphics 82% 

The men may loofa s hghtfry 
elastic but they are well 
animated 

Sound 61% 

There isn't much you can do 
with sound on th is kind of game 
— SO Amsoft didn't try. 

Payability 62% 

Learning to make the right move 
at the right time i* going to take a 
while 

Addictive qualities 53% 
Boning has had its heroes but 
none of them are likely to be 
teen on the Amsired 

Value for money 54% 
For the amount of game you get. 
it's a bit much al the price. 



Overall 69% 
The variety and 
main saving 
game 
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MATCH DAY 



Ocean, £8.95 cass 

Asthe titte suggests. Match Day 
is yet another sports simulation, 
this one trying the capture the 
thrills and spills of football. 

Ono$ you get into the game 
there's a quick rendition of the 
Match of ihe Day' theme tune 
while all the players stand to 
attention and then it's into the 
kickoff The game is viewed 
from e forced angle perspective 
through a window on a scrolling 
pilch about four screen 5 size, 
Control is automatically given to 
the player of your team nearest 
to the ball ; you know who you're 
controlling since the players 
football boots turn to go!n\ woll 
ye i\ ow maybe Other player? not 
controlled by you wander about 
»mi into Urgently usually mov- 
ing towards the ball. Control 
over your player is limited to left, 
right, up, down and kicfc, though 
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basic kinds of matches you can 

Klay ; one player two player end 
latchdey Special, The one and 
two player options en? fairty self 
nxpkin,itory, with the computer 
side taking up the challenge for 
the one player option, Match day 
Specral sets up a competition 
• turs, where the teams bat- 
tie it out to the finals. Match day 
Spec hi I mode caters for both 
one and two players wrth ihr* 
computer taking up the slack 
and f Nling in the spare teams 

On the Trent end menu you ere 
also allowed to alter a variety of 
variables from strip colour to 
length of match. An option for 
defining your own keys is also 
included, very handy if you've 
got a two player game being 
controlled from the keyboard. 
Control keys: Definable. 



CRITICISM 



A 



About the best thing this 
game has to offer is the 
sound and even thii isn't 
brilliant. The Graphics look nice 
at first but they are slow and 




by using various combinations 
or kick and the direction keys, 
you can perform a number of 
different shots, \f you judge the 
angle end speed of the ball 
correctly it is possible to execute 
i howler, though this is not an 
easy task. When control comes 
to the goalie, as the other team 
gets perilously close to the 
goalmouth you can move the 
goalie left and right white the 
kick key puts him into a graceful) 
dive in the direction he is facing. 

All the features of the real 
thing including corners, centres 
and goal kicks are awarded at 
the correct times It seems both 
teams are impeccable gentle- 
man since there's no penalty or 
offside Also there's no referee 
scampering up and down the 
pilch though whistle noises art 
produced at appropriate 
moments. 

If you wish to tanlor your | 
football playing environment, 
there are options accessible 
through impressive menu and 
option screens* There are three 



gruesome looking. Also there ts 
what I'd call colour clash every 
now and then when one player 
runs behind another There are a 
number of things that make the 
3D effect less convincing, for 
example before there it a corner 
or a goal kick, a player runs over 
the top of the goal to collect the 
ball When the ball is m the air rt 
ts impossible to judge where it 
is above the pitch and how far 
up it is. so you can't tell when 
rt i going to land Controlling 
your player is not hard until 
you've lost possession Then 

foti have to work out who it is 
hit takes time which can often 
be the governing factor as to 
whether you get possession or 
not Not exactly my recomm- 
endation of the month ' 

Despite being very good 
in it's previous irvcarna 
tion. Match Day on the 
Amsjrad just doesn't hit the 
mark, The front end facilities are 
still as flexible and competent as 
the Spectrum version but the 





ALEX HIGGMS' 
WORLD POOL 

Amsoft. £8,95 



Tht* venuon of pool is played in the 
standard computer formal You con 
trot f cursor and move il whet a you 
with the cue bail aimed. You nine 
have options where you can set your 
spin and the bolt speed After * fri 01 
practice you should be able to pot 
most erf the balb There are a low of 




IS bails which are drvsd into two sets 
of seven, one marked with stripes the 
! other with spoil. pfcu there is a btact 
1 a ball One player must pot an the 
stripes and the bled* ball white ih a 
other mutt pot all the ipett end the 
Week ball 

As pool/snooker games go this is 
quite a good one but it doesn't quite 
measure up to Srev* IXtvtt Snao**r 
The graphics move jerkily and the 
bails aren't even very round- Ate*. 
HtQQins* Pool may appeal to pool/ 
snooker fans but 



Overall AMTIX1 rating 19% 



MYRIDDIN FLIGHT 
SIMULATION 

Myriddin Software. ftl.SScas 



Instead of having you flying around 
shooting enemy craft down, this 
flight Simulation has you searching 
the landscape tor certain 3D shapes 
in m Cfengbaf Ths view rs from the 
cockpit with the usual display of 
instrumentation just below the hot 
ijtorv There are 14 still levels to 
choose from plus a map of the frying 
ansa is provided with the game. 

Ths graphic* feature soma nice 3D 
Shapes but once these have all been 
seen the game begin* to gel boring 
Piloting the Dingbat la not overly hard 
but rt can be very frustrating at first. 
What lets the game down is rts alow 
screen update and pathetic sound 
On the whole it is a reasonable sim- 
ulation but overpriced 

Overall AMT1X! rating: H% 



THE WILD BUNCH 



Ftrebird £2. SO am 



Having bean falsely accused of 
murder you are Out to clear youf 
name by tracking down five ruthless 
killers known throughout (ha land aa 
the Wild bunch At the start of the 
game you are given a descnotiofr of 
me real murderer and a Colt 4§ n a 



weapon. 
When 



you are in a town you can 
gamb+a to get money tot better 
equipment and provisions e* you can 
go to the Sheriff i office for inform 
atron on the wild bunch. You mutt 
constantly be alert for me ftnfcarton 
agent who is out lo bnng you lo 
justice Them art five lawns all tog 
ather and the WW Bunch is starter ad 
around them On travailing be tw een 
towns you encounter all manner of 
nasties that sap your atrvngih and 
can eventually kill you. 

Most of Thf gems it spent pieying 
poker which, while fun, becomes 
vary repetitive What lets the game 
down badly mt* the graphics and the 
sound whii h am tern-trie On the 
whole Fn# W.td Bunch m Quite ong 
mel but lacks real testing appeal, 
quite good value for me 
nonwevarr 

Overall AMTIX' rating: 62% 



AMSGOLF 

A msoft, £8. 35 cass 



In this porting wmulafion. you view 
the gon course from above in plan. 
Etfuiped wttri a full bag of o> 
is your aim to have an enjoyable and 
re wa r d in g game of gotf as pesattrie 
When taking a shot you muat dec m« 
which dub to use. how hard to hit the 




AMSGOL 



r s 




ball and m what direction Once you 
have pot me be" onto the green the 
direction is niitnrniri ratty asaurnoij 

Gotfinfl games aren't the moat 
awe- inapirrng program* on any com 
puter but mis one 4 quite enjoyable 
although it suffers from too much 
simplicity m tettmg up strokes to 
have greet playing appeal Assuming 
that you l4e god you should and 
Amsgott a lightweight enjovmerw but 
better graphics and sound would 
have improved it no and 

Overall AMUXr rating 45% 
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>REVJEWS< 



game is just awful. The graphics 
are indistinct and poorly concei- 
ved while the routine that moves 
them about is abysmally slow. 
The mm don't move behind or 
|f| front of each other but change 
into different colours, with hor- 
rible colour clash Even whan 
stationary the sprites flicker. 

The way the bail behave*- you 
wouldn't know that laws pert- 
aining to the movement of an 
object in a gravitational fioEd had 
even been written down. Really, 
this game is overpriced and 
unimpressive Weil worth a 
miss. 

j| Match Day ts nor very 
M inspiring, the insipid and 
^J incompetent use Of €0? 
our /j dreadfully disappointing, 
ft is something of a chaffentj 
produce good games of tht$ ilk 
but with &fl the bust witt in the 
worfd, thts one fatis down in so 
many places* its nw#v n ® f 
worth the effort, A$ far a* I could 
see, tt doesn't fiave any saving 
graces at aff r and is a sad refl- 
ection on the surprising excell- 
ence of the Spectrum Original 



Good tough for one of maybe 
two games but m essence, a 
tragedy. 



Presentation 88% 

E Kcel'lent choice of game setup 

Graphics 39% 

Amateurish at be*t- 



Sound 43 % 

Unfortunately Uy 



Payability 32% 

Noliceafrjla by its absence 

Addictive qualities 34% 

Hy To inspire any 
enthusiasm ai .ill 

Value for money 32% 

Would be a risky purchase even 
it it were budget priced- 

Overall 37% 

The reel thing costs far less and 
will be emminendy mora 
rewarding 



DYNAMITE DAN 



Mir rorsoft. £7 95 case 

Ye! another conversion from our 
old fnend the Spectrum comet 
to Amtix Towers in the form of 
Dynamite Dan. The inevitable 
despicable baddie has locked 
away the love of Dans life in a 
large safe, Ever heroic, Dan 
decides upon a plan or collecting 
some dynamite and blowing the 
safe wide open. The safe is 
placed *t\ a large mansion along 
with neccessary dynamite. The 
only obstacles barring the way 
to a tender reunion are the 
inhabitants of the mansion. Not 
exactly after your blood, they 
mindlessly patrol Along their 
routes but to touch them is fatal. 

Hyperactive Dan does need 
his provisions to keep him going 
or his energy bar depletes rap- 
idly H losing him yet more live*. 
Around the mansion, there are 
various tittle snacks that should 
hit the right spot (ie the energy 
bar), 

The presentation is very sim- 
ilar to the now legendary Jet Set 
Writy using the much copied flick 
screen technique Dan arrives 
on the scene ^ style, hopping 
out of a basket under$lung 
beneath an airship. Movement 
ts of the normal left, right and 
jump variety though other 
methods of travel should soon 
make themselves obvious, 
Along the bottom of the man- 
sion runs a subterranean river 
along which travels a small raft. 
H Dan gets down to depths of the 
mansion it's possible for him to 
lump down onto the raft tinrj 
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stay on It as long as he keep* 
walking. To get down to zero 
level it's best to use the lift, 
making stops at all floors, 

On trie difficult screen, temp- 
orary invulnerability would 
come in handy, attainable if you 
manage to find a weapon- In 
some rooms there are trampo- 
line* that extend your jumping 
range — by continually bounc- 
ing it's possible to jump right out 
of and through the next screen. 
A bit of n est mess on the prog- 
rammer's side is the random 
placing of the dynamite with 
each game, and wherever it is 
placed, it r s in the most difficult 
SpOtS fO reach. Initially, you arfl 
given ten lives end though this 
seems excessive, it's certain that 
you're going to need at least 
twice M many. 
Control keys: Definable. 



>1< 



What art excellent plat- 
form game I didn't think 
this one would survive 
the conversion on to the Amst- 
red as the block y graphics might 
spoil it but I must say that it is 

iUSt as compelling and playable 
if not more to) as the Spectrum 
version. The graphics are well 
animated and nicety drawn and 
the whole concept of the wrap- 
around mansion is fascinating. 
There is often a lot of action on 
screen so the graphics are never 
dreary or boring The sound is 
fabulous, art hough after a torts 
while I'm sure it will drive me 
barmy. Dynamtte Dan has suffi- 




cient new twists to the classic 
efcpLoretion, jumping ptatfofrrv 
er lo make rt compelling and tun 
to play and I would strongly 
recommend it to everyone. Tnk 
is the one platform game that 
you must get 

fcj Platform games are I btl 
Em old hat now but Dynannte 
S Dan has a few new 
eat u res that make it a really 
interesting game. The idea be- 
hind the game makes it very 
easy to play and initially it is a 
very exciting game — the chal 
lenge of completing it can keep 
you addicted for a tong lime 
Unfortunately the graphics 



aren't brilliant but they are not 
terrible either Sound is reason 
able but I'm sure the the Amst 
rad is capable of much greater 
things in this department. Don't 
let the poor quality of graphics , 
put you off buying it because it is 
a very enjoyable game 



a t When we ptayetf this 
game, rt was greeted with 
J mixed teefmgs Tbem 

was a certain amount of discon 
ten f because epparentty, Mtrwr 
soft had done a straight conver- 
sion whtch meant that the gra- 
phics were more colourful than 
on the ortgm&l hut tacking in 
detail After much arguing and 
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ntation 83% 
Plenty of options, uur da finable 
keys and built in instructions 
make thi t a wail presented 
gama. 

Graphics 69% 

Fail to take advantages of itw 
machine's capabilities but 
colourful, nonetheless 

Sound 71% 

Competent but not 
exceptionally well executed 

PlavabilrtvS2% 

A* with moil platform game*, 
very playable 

Addictive qualities 77% 
Rather hackneyed but some will 
find ii wort htfrhi ip 

Value for money 81 % 
At feast Murrorsoft price (hair 
game* well 

Overall 80% 

Some good ■ dees and ga meofey 

but marred by slightly primitive 

graphics. 



ss|g wAIWtu 








beattng about uther people's 
heads, the general conclusion 
was (hat the gama was stiff a fat 
of fun anyway, t must admit, f 
agree with tftts verdict. After 
overcoming my originaf resary 
atjpftfs / found the gume to be 
fstriy addictive atm enjoyable. 
PtMfQrm games have some life 
left m them yet it seems f 



ALIEN 
Amsott €8.95 cass 



Baaed on the popular Rim of the tarn* 
name After* putt you In charge of the 
Noatr omo's crew Marching your ship 
in a bid to kill the monstrous alien 
Trie nam * "a form 19. more that of a 
strategy, although there aim adven 
tyre overtones, tt starts with one of 
the crew mambarm being kiiled by the 
alien, you now control the remaining 
craw and by trapping the alien In 
certain areas of me ship you mutt 
formulate a strategy to get rtd of it 
Scattered about the ahlp are plenty of 
it*m$ that must be uiiliied it you with 
to Succeed Should one of your 

people be captured by the alien than 
there l» little you can do to help them 
and it is only a matter of time before 
Ihay ere fiutlod. 

At/aft managee to capture pie 
atmosphere of the original movie 
excellently li can get v*ny tense just 
wondering where the monster ts, end 
this pervadmg feer also affects the 
morale of your crew and how well 
they behave Thai graphics era above 
the uauat straiegy garm standard but 
could still be improved upon and the 
sound, though mere isn't much of it, 
plays an important pari in rhe game. 
Beware the initial frustration which 
can prove too much for some people. 

Over all AMTlXf rating: 71% 



QUACK A JACK 



Amsoft. £8 95 cast 



Appearing as a due* you must prog 
res* through a Itt-leveJ dungeon 
crunching, eggs before they hatch 
while elf the time you are being 
pursued by monsters, there ere five 
egg* to crush but all me time you are 
moving the floor it dissolving under 
your feet. There 4 ! a t«o treasure on the 
screens but you automatic-airy move 
on 10 the next screen once you have 
destroyed all the eggs 

Quae* # Jack t* a fast moving gar™ 
but there isn't thai much lo it In tec! 
after a couple of goes it becomes very 
dun and tne sound and graphics add 
noting to it. Not a brilliant game but 
■ 1 may be enjoyable to a few people 

Overall AMTIX ' rating: 411% 



JAMMIN' 
Amsoft. £8,95 cass 



Playing A an* in' Rodney you have to 
get together four instruments. These 
are scattered throughout a maze. Trie 
chanping colour the man indiceies 
whemer or not an instrument is m 
that area Atrpgefher there are atotiji 
of 20 screens but there are a tew 
problems because there are some 
non- musical enemies who are Out to 
stop you Of these the discords are 
!hi* worst and if you run into any you 
lose a life 

The best feature of this game « the 
music which is superb. Tne graphica 
and qameplay are reasonable and if 
there ri a lac* of letting appeal it's 
worth playing just to hear the music 

Overall AMTIX f rating 68% 



screen On the lest screen fie must 
ring me larger bells with hammers. 
Each differs from the previous one 
and gets progressively harder . 

if you liked the first game then you 
are bound to enjoy trie sequel which 
is more varied and a bil harder. The 
graphics art quite flood as ts the 
sound the only problem with the 
game being its frustration levels on 
the later screens. Generally a good 
sequel though there are only five 
screens to contend with, 

Overall AMTIX r rating 63% 



HUNCHBACK 

Ocean; Amsoft, £8.35 cass 



The arcade original of this game 
appeared some years ago so it is a bit 
dated by today a standards conse- 
quently, as no extra work has been 
done on it, ihe Amsrred version is 
showing its age 

Playing Quasrrnodo (the famous 
hunchback at Notre Dame} you rm«i 
progress across the ci emH ration* and 
battlements to rescue your heart 
throb, Esmeralda, Guarding ihe cas 
tie are vicious knights with spears, 
and fireballs and arrows are const* 
entry being thrown at you. The turnc 
screen layout remains the same tor 
each but escfc screen has either a new 
haxarrj or a combination of hwerdt 
that appearred in previous screens 
that make it unique Its very much a 
pattern' game, where to win. you 
muet learn rts rhythms. 

Graphics and sound are a bit bor- 
ing, it would have been nice to heve-a 
decent tune in the game somewhere. 
Initially the game is vary playable but 
once you nave seen moat of the 
screens interest is soon lost due to 
the similarity of each sheet HuncA- 
bacit el a reasonable platform style 
jumping game but nothing to shout 

about; 

Overall AMTIX r rating: 45% 



HUNCHBACK It 



Ocean. £8 95 trasi 



The sequei to tM classic arcade game 
has or Quasi leaping about the belfry 
trying and rescue Esmeralda (Damsel 
in distress) all over again 

On all the screens except the Jest, 
Quasi has to colled all the smaller 
bells in order to progress to the next 




ROLAND GOES 
DIGGING 

Amsott, £8 95 cass 




Rtff#nt1 Goes 0*ggtny tt very similsr 
to the arcade game 'Space Panic' 
Von must dig holes for ihe aliena lo 
fall into so that you can M\ them The 
playing area is ail on one screen with 
f ve levels thet are tntefconnected via 
randomly generated ladders. There 
are a couple of different types ol ilien 
that have to fall through more ihen 
one noor Once you have got an alien 
trapped in a hole you neve to go and 
finish it off try bashing ,< through the 
not* before rf can drag if self out and 
Comeatte! 

This type of dame ■» extremely 
dated now, end while rhis version is a 
good copy if has added no rmprove 
menti to tne graphic* so thai «t looks 
very old nTo&no 4 ffO*S Dfggtm; 

playable game but the tasks of 
digging fides end bashing aliens 
demands litfte m the end 

Overall AMTIX f rating 45% 



SURVIVOR 

ANIROO 
£6 95 cass 



Trapped b a seven storey house, vou 
must knd your way out again. Each 
level has 144 rooms all of wti »ch con- 
lain various nasties and bags of frees 
ore On each level you must collect 
the porcupine bomb* to be able to 
progress to the nem: level 

There are tour different types of 
monster to contend with and each 
one has different character isiics thai 
distinguish them from each other 
Should you bump into lh#n yo. 
lose some of youf precious energy, 
which can be replenished by collect - 
ing borrles If you wish, you can 
despatch the monsters w»ih your 
limited suppry of bultets. but these 
can be replenished by collecting the 
guns 

Survivor it a highly en|oveb*e pTai 
form game with graphics and sound 
that are guile good iw rhe type 7 he 
random piecing of t*» bomb* males 
for an unpredictable game Fens of 
platform games w*JI enjoy this game 
immensely but arret ■ while it does 
gee a brl repetitive 

Overall AMTIX "rating 59% 
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Sattwarw Projects, £5,95 c&ss 



Htfflwe have ■ sort of cross between 
* Qflirt r and a 'Painter' game. Con- 
trolling Binty you mufj cover t 3D 
floor with « co#i of paint later floor* 
require ydo to paint 2 or 3 coat* The 
playing area 'i restricted lo The floor 
[eyout — rfyouwafkoff theendofttie 
floor then you tnt i I rf*. Just lo mak* 
the task i Mttte W herter there ere a 
number of naftto which W* o*> 
contact. The onry mysterious pert of 
thegarne i* the indueion of ■ cheat 

For straight radi action fiwtfy * 
quite fun but not very using, and it 
does tend to become rspeftewe after 
a while The graphic* and sound ant 
dntv MfMM 

Ovmlt AMTlXt rating :&2% 



ELECTRO FREDDY 

Amsoft, CS95c3ss 



Wrth the threat of redundancy hang 
mo. ovfff hri head Electro Freddy must 
shift I*to computer good* from Undo 
Claude ■ warehouse to th* shope 
You have to put the good* on the 
conveyor but you must beware of 
Claude Maw tomowhat impolitely 
shoots the occasional Spectnjm and 
One al you Altogether mere ere 
fifteen levels of fr antic hjn 

While me graphics aren't up to 
much the game am prove surprising- 
ly BddJctrve and very playable but 
once you have seen all me feveftf 
Quite hard to do) it doesn't late long 
for infer eat to wane A fast an. 
taut arcade gafnt but there Isn't 
much to loo* at 

Overall AMTIX I rating 55% 



SPANNERMAN 



Amsoft, £8,96 cms 



Playing a local Plumber, you have to 
save the day (and half of Britain) from 
a NucieaT explosion. This ejfpfoston 
wiN be caused by a Nuclear reactor if 
you can't actual I y cool it down There 
are a number of pipe* with five joints 
on each which have to be tightened 
when they start to leak a bit like in 
ff. tf water teat* out 



ft gathers at the bottom of the 
Too can only survive a few 
fcf so you have to be quick if 
there is a lee* at the bottom of the 
screen Haierds come In the form of 
giant mutated fata and falling debris 
mat is caused by the) earthquake 
which started the disaster The only 
problem with the scenario ia thai you 
can't actually win 

Graphics and sound are both poor 
and this puts you off me same. 
Though me fame rs initially addict rve 
Hisaraat n soon ion oeceuae me 
game rs only one screen and bee 
omei repeteove after a while 

Overall AMTIX f rating 31% 
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A msoft £8- 95 tass 



QWmtiw, baaed on ' CI uedo' . has you 
in a nine-room house where you 
must solve a murder mystery. To 
complete the gam* you must disc- 
over the murderer hi* or her motive 
and the weapon used etc. When It ia 
your turn to play, a die is thrown to 
oeisffrwne now many rooms you can 




move through in thai go The use o* 
Yes and No answers mates the game 
very similar to the pocket Master 
mind game but thai tends to ru 

the fun 

Effective « best played in a group 
where there ia quite a bit of comp- 
etilive spirit otherwise rt is easy to 
lose interest in the game very quickly . 
The graphics end sound could have 
been improved upon a lot lo make the 
game more esdwig because orapru 
cally <t is vary boring to loot at This is 
th^ type of game played at a party or 
after the Christmas dinner but r* 
definitely nothing to rave over. 

Overall AMTIX 1 rarting 25% 



FLIGHT PATH 737 



Arnroa. £6.95 cass 



Piloting a commercial airliner, your 
tea* si to take Off from one arrport and 
land your plana on the other stde of a 
mountain range on another airfield. 
On higher sfciir levels ihrs is mad* ell 
the more dlfhcufi by cross winds end 
shorter runways Should you crash 
f you onhy have enough fuel for one 
landing | then you are told the reason 
why rcyou land you ant given a score 
depending on your performance 
Your view is similar to most flight 
simulations te from the cockpit win 
your instrument panel displayed 
below the view of the homon 

Fti&ttf fifth 73? a noi one of tha 
easiest of simulations — in fact It is 
hard and unfortunately very 
frustrating if you are a beginner 
Sound is fimrted and the graphc&ate 
onry average, wrth some very unreal 
rstlc lake off affects, Oaneraily tar 
below slandaed 

Overall AiMTIXf rating: 35% 



GILLIGAN'S GOLD 

Ocevn. CeSQcsss 



Scattered throughout The three- 
e creen mine are bags of gold v~ 
you. Gillpgan, want to colkKt Unfor 
tunatefy me mine Is patrolled by two 
outlaws who ere out for your blood. 
Each sack of gold must be returned 
and placed into a trolly Also tn the 
mine are pickairet and trollies It you 
aniludkyfttspos^blatodlmbonlcia 
troth/ and be taken lo another s 
but you musl be careful olherwtse n 
may well nm you over instead Pick- 
sues can be used to stun the outlaws 
but you must move quickly because rl 
doesn't lake long before they ant 
back on their feel again. 

Duo to me distinct lack of screens 
itie game tanf loo addictive but it is 
playable for a while. Graphics are 
quite good but sadly the sound Is 
vory limited Quite a novel approach 
to a platform game but sadly rt hasn't 
quite boon pulled off 

Overall AMTIXf rating 71% 



JET BOOT JACK 

Amsoft. F8 9Scttss 



Originally created a while badUBJ 
has translated well on to the Ami 
trad. Controlling JBJ. you must work 
way through TO screeni of ar 
cade ecwon collecting musicai norm 
as you go. Unfortunately the factory 
isn t a safe one and If full of broken 
platforms and. worse still. monateriL 
This tuma out u> be fairly run of the 
mill platform withoul many new 
things lo offer except you can now 
duck under otojecti aa well as Jump 
over them, Graphics are good and so 
is the sound but the game tends to 
btwme frustrating and eventually 
boring IF you're realty into platform 
games i hen give this one a I 

Overall AfvTTIX' rating: 72% 



GHOULS 



Micro Power. £6.95 cuss 



Though the tile may make the gome 
sound lay a^ aoma n'' va riant H 
fact an e^nyomery frustrating platform 
game You control a Pacamsn-lTke 
ghotjl which you must guide to the 
lop ngrn-hand side ol the screen 
Moving up the screens you gobble 
jewels and dots 

The game is a very fast one which 
requires split second prectfion rf you 
wish to have a hope of co m p le tin g 
the four screens As well as difficult 
terrain there are also a few nasties 
with which to contend, A ghost pat* 
role the platforms and sfowfy homos 
In on you but luckily ri can he disabled 
for a while by gobbling a jewel 

The bask Idea behind Gnnurfi it 
ouHe good but the gam* is so frus 
tr ating that you can be put off within a 
couple of goes. The graphics arm not 
that oood but there are some nice 
sound effects A reason abry good 

etform game that proves a bi too 
tanddiffioultlowayfamlorigtime 



Overall AMTIX? rating: 59% 



MUTANT MONTY 

Artie t Amsoft f695e*$s 



Monty haa got to collect gold from 40 
screens — as usual, a leas than i 
fast and one whieh require* 
nifty ioyihck handing. On the 40 
screen there ts a dVafy rJauaaanl 
damsel | naturally} lo rescue The 
gold that Monty must collect to 
Fwdden m all the hardest plans to 
reach and ia guarded by a weird 
eseofTmeni ut neenes met ere invent 
on fcrlhng him The only bOnui is 

that the aliens ail follow reoAjlar pat- 
terns so that good timing can get you 
through most sticky situations. Lives 
are lost by bumping into aliens or if 
the time limh on each screen runs 
ocrt l _ ^_ 

The main difference between 
Mutant Monty and most other plat- 
form games is that Monty doesn't 
lump. On the whole the game is 
but a M ropetn ivr* The 
and sound tend to let the 
game down slightly but the destre to 
i the next screen I 



Overall AMTTX! nting: S3% 



HAUNTED HEDGES 

Micro ftwg&/ Amsoft, £8 95 easy 



Essentially this is a "Pacman J style 
game with Che novelty factor that the 
man is drawn in a sort of 3D, so thai 
some of the walls hide the dots and 
even your man Utjrn rime to time. The 
aim of the W* J* to guide your slick 
man around the mm picking up gold 
coins {dots} To make tf#e drfncufr 
there are me usual tour Guardian* 
patrolling the mwe who aJTf on con- 
tact- AJ*o scattered about in me mare 
an severai km picks that work Ilk* 
power pWa evs Pacman, just pick one 
up and you can get rid of the guard 
ians for a while 

For Pscmen favujhcs Maunfsv/ 
Hvdyts may prove a nice little game 
but it ia dated las rt was on the 
Spectrum when released I and on the 
whole iff a bit boring and very 
unoriginal Graphics end sound ant 
average but the game is playable H 
would have been better value for 
money bad rt been budget software 

Overall AMTTX! rating: 47% 



MR FREEZE 

Ftrebirtt, £2 50csss 



De-icing eta compartments In a fridge 
may be a simple last unless you/re 
faced with nasties such as robots, ice 
cubes and frying from food sitting 
between vou and the de^cer bo*. 

You can de-ice any of the boxes in 
what ever order you wish but onoa 
y qu ha vii managed lod • mb to the lop 
of one screen to de- ice one compart 
mart, ymj must return to the bottom 
of me screen again This Journey is as 
hazardous as the one to get to the top 

Mr FnM*w n a fun game to play for 
a while but soon becomes boring and 

.f The graphics 
average and sound hi poo 
not an awe inspiring game. 
Its budget price 

Overall AMTIX' rating 41% 
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Four exciting titles that have already established 
themselves favourites with many games players now 
available on the Amstrad. 
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AMTIX1 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB 

ftWM do NOT endow thli for m pjymffit with any othar correspondence to AMT1X I Magazine editorial, as It wfll only delay 

pr&ttntinq your order md m#y muff In Ion. 



Retailer s don t always have everything In stock 
you might want, but If ft is within our power to 
get it for you, then we will . Any of the software 
reviewed in this, or any, issue of AMTDCI can be 

ordered using the form below — In fact mny 

available software for the Amstrad that exists we 

undertake to do our best to get It for you . 

AMTDCI Mail Order is backed by the resources of 

NewsfieJd, which [in association with the 

magazines CRASH and ZZAP I 64) has been 

supplying over 150,000 Spectrum and 

Commodore 64 owners with mail order Items for 

over two years, so you can be sure of the ^ery best 

in service. 

There's no mail order catalogue Involved — Just 

use the prices quoted In the pages of AMTIX l or 

the known retail price, if you have any queries. 

Just ring the number shown on the form and our 

staff will advise you. Anyone may take advantage 

of the discount coupons on the form which allow 

£1 off orders worth more than £20 ^rui 50p off 

orders worth more than £10. Postage and packing 

is included in the price of the game. 




d be simpler — fill In the form today 
order whatever you like! 





SOUTHERN BELLE 



Hewson Consultants, 
£7 95 cass 

Author: Mike Male and 
Bob Hillver 

The authors of this gam* are in 
f Jtt air traffic controllers which 
may wem a little removed from 
the world of chuff chuffs How- 
ever you may rsmamber that 
rVhlce wrote Hewson* Heathrow 
Atr Trafffc Control, and his col* 
league, Bob. is the chuff chuff 
nut P 90 the the writing of what 
must be the first steam train 
simulation isn't such an unnat- 
ural progression from Mike's 
earlier work. The simulation is 
based on the workings of a King 
Arthur class locomotive, typic 
ally used on the London to 
Brighton route, In those great 
and glorious days of railway 
travel, the carriages on thai 
route were so luxurious that the 
train came to be known as the 
Southern Belle. 

During youf second stage of 
life you may have dream! Of 
being an engine driver, but it 
realty ■*""( as easy as you might 
like to thmk The Hewson simu- 
lation goes a long way to intro- 
ducing the practical difficulties 
that might be met by an engine 
driver, particularly one on the 
Southern Be Me route. But, sho- 
uld you simply want to "have a 
ride on a steam tram, ihen the 
authors have provided a demo 
mode that presents you with a 
high speed, expertly driven jour- 
ney from London to Brighton, 
something along the lines Of 
that well known Black and white 
film that took you along the 
entire route in only 30 seconds. 
The instructions that come with 
the game are divided into two 
sections The first section could 
be usefully read while the game 
is loading, as it introduces the 
concepts and helps you come to 
terms with the complicated 
controls. 

The instructions detail how a 
steam engine works, and thai 
knowledge ii important if you 
are to appreciate the effects of 



the various controls, or indeed 
even why tome of them are 
necessary. Also, there are a 
number of regulations that must 
be observed, like those relating 
to the use of the whistle. When 
you 'drive' the train at the high 
est levef you will be marked 
down for a number of faults, 
including not observing- any 
pertinent rules, failing 10 keep 
good time, poor fuel economy 
and general reckless driving. 

The instruments that can be 
seen on screen by the driver, 
and therefore the player, include 
the water and pressure gauges 
and the position of the various 
control levers: the regulator, 
controls the flow of steam to the 
cylinders: cut off determines at 
which parr of the cylinder cycle 
steam is admitted: vacuum 
brake, five degrees of braking 
power; the blower, used to pre 
vent gas and sparks coming into 
the cab when the train is in a 
tunnel: the injectors, regulate 
the water flow from the tank to 
the boiler and finally, the 
dampers which regulate the 
volume of air flowing into the 
firebox. 

The firebox must be kept 
stoked and fuelled to provide the 
maximum safe temperature: a 
simple operation in itself, but 
while a key press is enough to 
shovel in some more coal, don't 
forget to open the firedoor first i 
Keeping a fire m is one thing, but 
as any good driver will tell you. 
you must look at the smoke 
corning from the engine to det- 
ermine just how efficient it is. 
For example, very light smoke 
means that too much air is 
getting into the fire while dark 
smoke means you should let 
more air in. 

Outside the cab itself another 
section keeps you informed 
about your water and coal 
slocks, soeed, and the condition 
of any signals on the line. The 
all -important railway clock 
hasn't been left out either If you 
make any mistakes on a run ihrni 
a message appears at the bot- 
tom of the screen telling you 




where you have gone wrong: 
BLOWBACK, CREW INCAPA 
CITATED', for instance, means 
that you failed to open the 
blower when entering a tunnel. 

Given the complexity of the 
task in hand it's as well that the 
authors have provided a num- 
ber of different difficulty levels 
The easiest, the training run' 
follows the same schedule as 
the demonstration, but the 
player can choose which of the 
train's controls he is responsible 
for, just the regulator, cut off and 
brake right up to the fifth level 
giving you total control. The 
tasks that you don't want are 
controlled by the computer. 
When you feel a little more 
reckless {or competent) you can 
have a go at some of the more 
difficult schedules Option three 
on the main menu gives you an 
easy run with speed limits but 
no stops Option five gives you a 
chance to break the the London 
to Brighton record set in 1903 
The final option is called 'Prob- 
lem run' — on this journey you 
can expect to have to cope with a 
wide variety of di lamas, and if 
you manage maximum points 
on that run you might qualify for 
a real train to play with! Don't 
panic if the dinner whistle blows 
halfway through a journey, this 
version has a save game mode 
as well as a pause key 

CRITICISM 



1. 



I first saw this game on 
the Spectrum and was a 
tittle panic stricken then, 
when I was asked to review it 
My knowledge of trains has 
improved a little since my earl- 
ier attempts but I am still not a 
train buff. As with the Spectrum 
version the game came with a 
wadqe of instructions explain- 
ing how a steam train worked I 
had always thought it was just a 
case of add coal and water and 
hold on tight — now I am eon 
vincrjd that it's a great deal eas- 
ier to fly the simulated planes 
than drive this train. Hewson, in 
their wisdom have allowed for 
all levers of abilities from just 
being a passenger to full scale 
panic. Southern 8ette contains 
some well drawn graphics, they 
appear to scroll a little better 
than on the Spectrum version if 
a little more slowly. The overall 
effect works quite well ff you 
like simulations then this one 
must be a techno nut's delight, 
watching all the dials and 
gauges and levers. I certainly 
recommend this to those of you 
who enjoy simulations and 
those wno tend towards the 
mechanical side of life 

My first impression ol 
Southern Belle was quite 
different ro my final ver- 
dir.t This ft a very complicated 
strnu fat/on providing a great 
deal of variation. Tna game is 
hard to come to terms with he 
causa there is so much to do and 
you are kept very busy, but once 




mastered, it's brilliant The job 
becomes very exerting and in- 
volved when attempting speed 
runs but at high speed you must 
always be very careful not to d& 
raif the tram there 's a great deal 
of Skill involved and hardly any 
fucJt a must for the Simulation 
(overs. 

I tfV] To be honest t was mora 
HfcJ% l than a imfe surprised by 
iZ^J the success of this game 
on the Spectrum* t tutfy expect it 
to he received wtth even more 
enthusiasm by Amsters, I would 
have liked a little mora realism 
when thmgs started to go dram- 
atically wrong, one tended to 
become /ust a little bias* to the 
consequences of the inevitable 
mistakes. Otherwise its an aba- 
Orbing and interesting way to 
spend to spend an evening 



Presentation 74% 

Very detailed instructions but 

C might gq off the rails 
ning the trade 

Graphics 79% 

Very pleasant screen design, 
g ra phics work well but could 
have been made a little more 
attractive. 

Sound 69% 

Limrted to chuff chuff nonet, a 
lot more cou Id have been added 

Payability 87% 

The detail and imagination thai 
has been put into this, game 
make it desirable to play 

Addictive qualities 76% 

The range of d Efferent options 
make for a variety of challenges 
although the journey and 
scenery remain the same, then 
again you aren't going to have 
much time to watch the ■canary. 

Value For Money 90% 
A below average price for an 
above average game, 



Overall 82% 

Kirtg of the simulations* i 
being a unique game. 



timia 
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COMPUTER GRAPHICS LTD. 

SPECTRUM - COMMOOOflE 64 - AMSTRAD - MS* - BBC MODEL B - COMPATIBLE 
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Join in the fun without upping your 
phone bill! — 



50 copies of the Hacking 
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HEY pick up a cops 
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could fifrvsf urvctefiiand why &' « bftaMesa butf 

shotild wsti to such se^ "* I WAS on 

understand phy better nowaday 

evant I know v ^"0 m r *™ ™ 

t to enter So here goes 
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Despite the title, this if not one 
of the many fifm ne-in*' 50 
popular at the moment In fact 
it's a straight forward shoot em 
up. You control a spaceship at 
the bottom of tint screen which 
can be moved 10ft or rig hi. You 
hover in space whilst waves of 
mu IT! -coloured aliens attack you 
with bombs or by crashing rnto 
your vessel You have to avoid 
the ships and their deadly weap- 
onry and Send return fire to kill 
them off. 

There are five skill levels to 
choose from, One being the 
easiest and progressing up^ 
wards. There are five different 
waves of aliens If you manage 
to get through them, you return 
to the first wave but on a higher 
level. You play on a colourful 
star background and there are 
sound effects for different wea- 
pons end explosions. On the 
fifth screen the space mine* 
enter play. Destruction of these 
causes showers of deadly pho- 
tons. Beware 

To begin with, yau have five 
ships but if you succeed in 

Srtting through five screens, 
ere are bonus ships 10 be had. 
There is no obvious conclusion 
to the game, ottier than a play- 
er's inability to get any further. 
Otherwise the routine seems to 
repeat itself I albeit modified) ad 
infinitum. You do not need a 
joystick to play this game,, 
though it could be useful. 
Control keysrZ (LEFT); X 
i RIGHTS SPACE (FIRE > 




Battle Beyond The Stars, 
Solar Software This is 
one of those oki shoot em 
up s. the type of which I haven't 
seen for about eight months 
Graphics are quick, yet unvar- 
ied, the sound is mainly spot FX 
and after a while rt starts to get 
up your nose. Playabifty is quite 
good for the first few goes but It 
gets very boring after that I 
wouldn't buy this one as it is %c 
primitive. 

I was certain this type of 
game was left far back m 
me ancient history of 
computer yarning When every- 
thing is sard a no done, it's still 
the old left right and fire game 
and a pretty poor oni? m that 
The authors seem 10 think that if 
they made the game extremely 
hard to- unplayable proportions, 
it would become add id 
because of the frustration 
appeal The trouble is that after 
SO many initial failures you soon 
don't want to play it any mo-re, 
The graphics are colourful but 
crude and move jerkily. The 
sound effects are all right 
though but that hardly makes 
Buttie Beyond the Stars a worth 
while buy. 



CQfOuffut and anrmated but 
chunky as a resuft t pretty for 
about the first two minutes. By 
then thpy have begun io pair - 
Significant ty Attempts to stop 
yourself from faffing asleep pro- 
vide most of the challenge from 
thts pomt on, There are pfenty of 
better ways to spend your 
money end f suggest you use 
them. 



What you have here is 
hasi€ijf/y a poor revamp 
_ of 9 du/t arcade game As 
graphics are in mpde 6 r thsy are 



Presentation 52% 
Acceptable introduction and 
packaging. 

Graphics 38% 

Colourful but primitive. 

Sound 61% 

Good effects but too few and fii 
between 

Payability 59% 

Instantly playable but • 
because there is so tittle to the 
game. 

Addictive qualities 33% 

Repetitive graphics do little lo 

Value for money 26% 

Mighr be more nwao 
C2.M 

Overall 39% 

Out of date and over priced. 
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Level9/Mosaic 
Bookware £9 95 cass 
Author: Richard KeNy, 
Caroline Holden 



Jusi about everyone (except 
perhaps % hose treppisi monks in 
the Welsh heartlands who have 
locked themselves away in solit- 
ary confinement never to see [tie 
light of day again j has surely 
heard of Adrian Mole. There are 
his two diaries, he v s just had a 
tefly program based around his 
ejt plenty ne r s also been on num- 
erous chat shows and now he's 
on a computer game. Whal 

WJCt? 

Although the writers of this 
program are Level 4 fab W brill 9 
Adrian Mote cannot really be 
classed as an *tiVentur6 — it's 
more of a decision game. At reg- 
ular intervals during the game 
you are asked to step into 
Adrian's {sanitised! shoes and 
make the decisions for him. For 
example* Adrian gets a wot. Do 
you squeeze it, bung on some 
cream or just ignore il? Each 
decision either awards or takes 
away pomts from your totai per- 
centage depending on how sue 
ce&sfu! the move was, Each per- 
centage has a rating starling 
from average schoolboy to 

Koodnasa knows what — we 
aven't completed ii yet 
There are graphics constantly 
on screen and which regularly 
update during the course of the 
game Most of the pictures are 



based on the illustrative themes 
found in the original book. The 
text a! so, is based very much on 
the original work by Sue Town- 
send. Most of the time, the text 
scrolls through in the form of a 
computerised book, before opt- 
ions are presented to the player. 
The game at least matches the 
traditional Level 9 format in 
terma of appearance The screen 
is split into a graphics window i n 
the top half and text window in 
the bottom half. Because of the 
lack of text input and the rather 
channelled nature of the game, 
it isn't possible to skip through 
certain areas of the plot, the way 
you could m standard Levef 9 
fare Finding a route through 
this game is likely to cause some 
real headaches. 



CRITICISM 






emm$ wet* 

Program by LEVEL 9 




A 



H seems that Level 9 have 
come up with the sol- 
ution to the problem of 
making multiple choice quest- 
ions interesting Some of the 
options and their conclusions 
are very funny indeed Making a 
game out of the idea is, how- 
ever, not so much of a good 
thing Most of the time you are 
reading the same stuff that app- 
ears in the book (and that's a lot 
cheaper) Level 9 have come out 
with some a* eel lent games — 
and I'm not criticising the qua I 
rty of the programming — but I 
don't feet that this really works 
as a game , too wall 




%] I had my doubt* when 
£■ asked lo play Adrian 
— i Mote, but I can assure you 
they have gone now Level 9 
have got to nave a hit with this 
one. mere ere millions of Mole 
fans who will be very pleased to 
see that they have done justice 
to the guy. It s full of funny situa- 
tions with witty solutions and 
the enjoyment of taking pan in 
Adrian's decision making is 
something that just does not 
pall. I can see the lack of real 
action putting some people off, 
but otherwise this is a game you 
should #et — right now 
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More games of this 
standard waufd be realty 
LI welcome Ttmf**s a&t 
enough of this kind of stuff on 
the market There were tunas 
whtte pteywg, where / disagreed 
With the right* d&ctston end this 
was annoying at first. Of course I 
soon teamed that once info the 
zptrti of it you (earn to m*e the 
who/e affair wtfh a pinch of $aft. 
Thais when the game start to 
become fun. tf you're not 
Adrian Mole fan t& start wtth, 
this program coufd eastty \ 
vert you, tt wift cartamfy n at put \ 
you off 



N > -' 



There has been a slice of bacon between 
the cooker and the fridge for three 
days to ny knowledge. 



Presentation 82% 

Not outstanding for Level 9. but 

well laid out, nonethi 



Monday January 5th. 

I # Adrian Mole, score 41 

fiakes fie a nanb 



ercent, which 



Tuesday January 6th EPIPHANY* NEW 
HOON. 

C S H IF T > 



Graphics 79% 

Some subtle and witty 
illustrations — all well drawn 

Sound N/A% 

s the kind of game where 
lack of sound i* not missed 

Play abilrty 89% 
No problem f 

Addictive qualities 85% 
Once the sense of humour grabs 
you, rt's a great way to give your 
joystick muscEes a res* 

Value fOf money 84% 

Very reasonable for such a good 
gm 

Overall 89% 

There are some people who will 
a 3 way 5 dtauka the adolescent 
hero, but for the rest of u*. this i* 
a classic 
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Mastertronic, £1.99 cass 



After the success of Nonrerraq 
ueous, Mastertronic has Quick Jy 
i avowed on with Soul of a 
Robot, Nonterraqueous II Aftef 
the abortive attempt to destroy 
the super computer, with its 
steel grip over the unpronounc^ 
eable planet Nonterraquoous, 
try a team of dedicated rebels, 
the computer's Stability has 
taken a turn fer the worse as it 
lapses into binary senility, Old, 
ill and repaired, the computer 
threatens to destroy itself and 
take the planet with it, Obviously 
the people are desperate and are 
ready to try anything to save 
thefr planet They don t seem 
willing to risk themselves 
thougn and instead of destroy 
prig the mega machine with their 
bare hands, they create a robot 
with the mind of a man to realise 
therr hopes for them Fully 
aware of its masters' washes 
robot is troubled at the thought 
Of destroying anything and 
seeks death for itself But death 
is only attainable once the robot 
reaches the mega computer 
Upon meeting, the robot's inter 
net bomb will explode and save 
the planet 

The course to be taken by the 
robot is split into a 16 m 16 ma/e, 
each segment sub- split into 
three sections. Cast into the first 
section you must find a way 
through to the third section 
Travelling through sections is 
achieved via the teleport sys- 
tem, Use of the teleport is only 
possible once you've managed 
to collect the transporter key 
Throughout the different sect- 
ions there are obstacles and 
creatures barring your way and 
some manoeuvres ere needed 
to outsmart them 

This Is the follow up to Aton 
terraqueous and the present* 
tion of the different caves shows 
it. The screens are flicked betw- 
een as you pass the edge of a 
screen Only the top two thirds 
are dedicated for the display of 
the cevems, the bottom third 
displays various meters and 
status readings charting your 
progress. 

The robot has a number of 
different modes of transport, Its 
most basic movement is tefl and 
right along the floor of the diff- 
erent caverns, Jumping is also 
available in true Und&rwurfde 
rUltimate's spectrum hit! Style, 
with the hero taking a flying leap 
every time you press up or run of 
the edge of a platform Pressing 
Wallows the height and length 
of the jump to be altered* handy 
when leaping between different 
height platforms. If you wiggle 
the joystick up and down in a 
Decathlon style frenzy il causes 
our metal friend to mantcally 
wave his arms, each arm stroke 
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pushing him higher into the air. 
trouble is that this some- 
what jerky flying method drains 
psyche. 

Psyche is a measurement of 
the robot's energy level and 
generally how well he's doing. If 
it does get to zero then the 

Same's Over Felling too far is 
eadly as well and after a leng- 
thy I u m ble you may wel I fi nd th e 
'Game Over' message flash up 
Around the man the robot is 
troubled by the obligatory nas- 
ties, robot drones patroNing the 
pfatforms and coridars Also a 
deadly fungus is placed about 
the sheets and this is best 
avoided 



CRITICISM 



>1 



As the follow up of Non- 
tp|4 terraqueous I think this 

I game is qurte good Al 

though it is completely different 
in graphics and format to rts 
parent, it has the same feel 
about it and the same Infunta- 
tion factor, Graphically it resem- 
bles Underwuride on the Spec- 
trum, Youi man jumps and 
bounces off things in virtually 
the same manner as Sabefman 
Generally though, the graphics 
are not breath taking but they 
do their job all the same. Con- 
trolling your man is hard; even 
with the keys, With a joystick it 
is awful, as you have to keep 
one hand on the keyboard to fry 
Or la a her the length of your 
jump Add this to the fact that 
you bounce off walls and ob 
jects when you mis jump mn4 
you have a potentially unpay- 
able game. Sound is a Httle 
disappointing. There ate only a 



few spot effects here and there 
On the whole I found this game 
too infuriating, to be very play- 
able or addictive 



^ J As a follow up to Nontvr- 
ll^Ej raqueous. I felt Soul of a 
\S£j Robot fared pretty badly, 
since rt didn't really Irve up to the 
example set it by its predeces- 
sor, The graphics ere of a similar 
style but the movement is 
ible with the main character 
unevenly jerking and stumbling 
across the screen The game 
tends to be a bit boring as weii r 
despite the huge number of 
screens present All in all. pretty 
dull stuff, though it may be 
worth a look at tor f 1.99. 



A / never really like N enter 
feA raqueousa///jtofmucft — 
^*\ a for of game end ail of it 
very strntfar. Nice graphics 
though, and decidedly good 
value at the budget pnee This 
follow up Is somewhat dtsap 
pointing, with poorer graphics 
and movement end if anything 
even less gam&contQnL StilL ft a 
a good price, so possibly worth 
forkmg out for 



PftMfftatJcm 67% 

Effective loading end title 
screens but a few more options 
would have been appreciated. 

Graphics 79% 

Very good in places though the 
effect ii spoiled by me repetitive 
nature of different Screens. 

Sound 43% 

Pe e p s and bsrpt in the right 
places but could have been 
better. 

Payability 62% 

Initially a brt awkward but you 
soon get used to h 

Addictive qualrt ies 64% 
A lot of challenge for a little 
money 

Value for money 81% 
Despfte i he moan* and groans* 
if you haven't got vail *umi of 
money, you could do a lol wone 
than buy this 

Overall 77% 

A shame about the movement 
and tedium Spoils an otherwise 
reasonable game. 
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GAMES, 



lill 
I 



FORMULA ONE 












Mastertronic, £199 eass, 
joystick only 

Formula One is Mastertronit's 
oblatory attempt at a racing 
game in the now famous Pote 
Position mould. Driving your 
formula one racing machine 
you must first Qualify and then 
compete in the big race against 
computer controlled racing min- 
ions. To qualify you musi com 
plete a lap m a specified time 
without crashing. Depending on 
your completion time, you are 



fully informs you Thai you've 
crashed the tar 

Should you qualify for the 
race, you start placed in the grid 
with the other cars represented 
in front of you The race starts 
and the other competitors seem 
to be in superior machines to 
yours as they race off into the 
distance. Once you finally catch 
them up it's a case of dodge and 
weave to crawl up to first place. 
If you crash there's only the one 
chance and it's game over but in 
one respect that's better than 
the real thing. 




given a ptace in starting grid, the 
better the lime, the higher the 
position 

Before you decide to race, a 
music accompanied menu app- 
ears allowing you to select the 
track you wish to race on. The 
different tracks are displayed 
graphically with their iii 
low them Skipping through 
w?th the joystick, you see how 
the tracks are actual representa- 
tions of real life race circuits The 
different courses include Si Ever* 
stone, Brands Hatch,. Monaco. 
Hoc kenhe i f n P Oste r reic h ring, 
Kyalrni, ZolrJer, Paul Ricard. 
Mon*a and Zand von rt_ 

The racing track is seen as 
from the driver's seat. Before 
you start the race you may 
choose between either manual 
or automatic gear change. With 
manual it is possible to blow 
your engine by seriously over 
revving it; Admittedly, the eng- 
ine it safe in automatic gear 
change but it's a little loo safe 
since you can push your car 
further in manual mode. H you 
do decide On manual., fire com- 
bined with either up or down 
changes gear. Whilst hurtling 
down the track, the scenery is a 
bn sparse, though the odd sign- 
post does flash past on the side 
of the track, If you overlap the 
grass verge the screen flashes 
and the car blows up After a 
short wait, the program help- 



CRITICISM 



n 



Mestertronic do 
good games for the price 
but that can't excuse the 
fact that this one is a pretty poor 
game The background scenery 
is simple but effective for the 
most part but the other can 
resemble a certain greet black 
monolith taking up a large por- 
tion of the screen as they pass 
The game is playable in Auto- 
matic mode, but then you know 
that you're not getting the best 
out of your car Vet rf you switch 
to manual, your days are almost 
certainly numbered. I would say 
that the main reason why this 
game fails to impress is due to 
this imbalance in pipy. 

Despite the poor graphics 
and and difficult play, I 
thought that this was a 
reasonably good game. You can 
choose from a fine selection of 
tracks easily and get on with the 
race, Gameplay is a little dodgy 
but I've seen worse on more 
expensive games, Mastertronic 
have done a reasons bte job with 
this game, it won't be remem- 
bered as a classic but it's pretty 
good all the same. 




3' 



One of the best features 
about this game was the 
selection of tracks — 



ROLAND IN TIME 

AMSOF7 
£8 95 cans 



Lite Sorcery this to Another of ma 
early hits for the Amsirad and it it the 
first game to contain Ftatand the 
intrepid one, Like so many of the 
other garnet of thrt tima n was ■ jjlat 
lame variant. 

-sach i*v»r you appear from a 
phone box and it is here you must 
return once you have completed that 
level or if you wish to skip to another 
one. Each foveJ i% a 'tlnis jone and 
consequently vanes quite a bit, Eact 
revel has its own set of naabet whc 
are outto get you. 

On frrst playing -Aorfend m Ttmo h 
turns out to be fun und vpry add' 
but a few hours Urtar mi e rest starts cc 
wane. While the graphics are gooc 
the sound is certainly not. ihoogr 
there rs a nice version of the Ot 4 
signature tune. Overall flbritotf 4t 
fine h jum Another above average 
lilajiorm game thai may or may not 
nppcuii ro you 

Overall AMT1XI rating: 72% 



BRIDGE 

Kvma, €8, 95, coss 




qamrr aclualry allows a one 
player garni? of Bridge, should you 
have no partner then the cornpuiei 
will control the other three players 
You play south and atari the dealing 
for the First hand It you end up 
playing dummy hand then yog mint 
over your partner's hand which 
means thai voti don't just have to sit 
and watch Normal Bridge rules 



■■fir 



players who haven't played 
fridge before thn qamu >* very h&rci 
to get into but it does give you a 
chance to practise before you bother 
to play other human players Grap- 
hics and Bound aren't paftkuierly 
wonderful but card game don'r give a 
lot of scope for brilliant oraphics On 
the whole it's a reasonable card game 
that could prove fun to play. 

Overall ArVTTlX! rating 66% 



THE PRIZE 

AMSOfT 
fBMfUKS 



Looking very ajmi * arcade 

game Berserfc", The Prtre eats you a 
mrtsKm to work your way in rough 
four blood cra**d, monster-filled 
mazes to the chamber ot Midas 
where some ancient sacral t* he4d. to 
progress from one level re another 
you must collect the code pods thai 
are scattered around The man m 
numerical Proof and then proceed to 
the base that is marked El Also ■cat 
tared about the me» are other 



that give you energy end immunity 
from the monsters: To help you on 
your mission you ere In control of a 
ship wrth a powerf ul laser cannon 

for tans of BenumV oemes this * # 
reasonable but not brilliant e onvnr* ■■ 
ton. The graphics are effective but 
leave a lot to be desired es does the 
sound Initially. Nesting attsna is run 
but eooe becomes tedious eftar e raw 
games and there are better shoot em 
up* lor the same pi 



Overall MrTTtX' retina «% 



REDCOATS 
Loth/oner, £6,95 c&ss 



Th es game rs set in the American War 
of Independence where you must 
tig hi against me blue coat Amen 
cam There is a choice of five battles 
lo fight or you have an option to 
create your own The game ts vary 
simitar to Johnny flWr but is a bit 
simpler to play Each side controls 
four different types of unit which are 
used to try to defeat the enemy 

ffacfeoatt nn't fiu*ie \j^p to the stan- 
dard of Jutinnv Rett but ftcrv-orihe+eea 
in enjoyable oame for a while 
even though it IsrVl toO addictive 
Once again this is another strategy 

Bams thai ie let down by poor grap- 
ka and terrible ecu ncJ 

Overall AMHX I rat mg 25% 



ANIMATED STRIP 
POKER 

Knightsoft, £895cass 



In en attempt to rid Mmtfy of hat 
garments (of whtch there arenl all 
that many 10 beam with) you have 
lured her in play a game of pofcr* but 
she's some mean player The gam* 
follows the standard njtes of poker 
and you play for ft» per item of 
clothing 

Mmtiy can soon have you stripped 

if you aren't careful Despite the title 

is game the graphics mfm hanfly 

. lo eel you on flte and unlets you 

are realty fchterested 8n card games 

ihen it's doubtful whether yo 

an joy this because it does become a 

diou* after you hmm beaten 

Mindy a couple of t imes — or she has 

beaten you 

Overall AMTIX! rating: 39% 
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GAMES 





,BEV,IEWS< 



AIR TRAFFIC 
CONTROL 

Mewson Consultants, 
f 7.95 cass t 



A T C fiat savera! tevttt el which you 
can rry and land aircraft at quickly 
and safely at post to If The display *• 



01 a radar screen ataOwmo, p osit Sow s 
raaletiar codas 



of aircraft #ith fhei r rfnri 
and a runway approach path down 
which you mmt guide ihe planet. To 
do this vou must instruct pilot* m the 
court** it* craft have 10 take arid at 
wh*t iims rhoy should descend and 



Hi ATHROW IMTfUNATIONAL 

AIR TRAIf IC 




likely lo dpcwcl (0 perform Q«nxr 
Itns 

Overall AMTIX' rating: 55% 



WAR ZONE 



CCS, £6 95 cass 



Vet enorhe* wargamir thai tt played 
over rh* traditional wirwwi' map 
You control an identical forte to that 
Of the computer and yon must battle 
ii out in tfea TrVa* Zona The tarred 
That your unita in? travelling ovef 
•*s how many squares pet 
« thai they may advance, if any. 
Art. 1 1 cry units if a naturally slow but 
the infantry can move quite fast and 
bo uifpykM attacfca maty be mounted 

War Ion* malum long tactical wet 
game* possible but these tan toon 
Become boring and drawn Out tap* 
ecialry & the computer fake* *o long 
ov*f its moves Graphics and sound 
ioi ma game down tremendously 
fits, impressions can write If oft 




straightforward and very welt 
presented. Actually winning a 
race, on (He other hand, turned 
our to he difficult* tn fact f didn't 
win a race after several hours 
pfay. Maybe I was /ust unlucky 
hut I think the main reason for 
my pour result lay in the fact that 
once y&u crash, the game's 
Over tfss realistic feature which 
appeals to ma hut at the same 
time, it's one which does affect 
progress Winning tn this game 
would be much more rewarding 



m .-> uniikaty that any other people 
h^sinv* f -ins -i* ilmufarioni Ml fm 
This game because tta* it is Quite 
Technical and by rta nature, a bit **OW 
t a also henJF The graphic* am 
Simple looking. « you might expect 
andtheaourKfii hardly briilianL but d 
you are into flus type af game then it 
could prove compelling 
enjoyable, 

Overall AMTIX) rating: 52% 



BLAGGER 

AH/gata. £8,95 COS* 



was one of the earliest 
type games around Bom 
short ty after the class* Mmnk Wtm. 
it it vary much m the same vain 

Vou, the infamous thkH Blagger. 
must work your way through 20 
Kteent stealing at many ooodtea at 
tar* Each screen hafcanumtser of 
to be collected that are needed 
_ y«M can approach eh* tale in 
that mom and thus progrw to the 
Mid level The teyi ara mfl poai 
Ibonod m the moat efioeaeabte plaoaa 
but rt reouiw an amount of tkill to 
gat through tha vaf ioua acraana. Aa 
wall » being reasonably difficult 
there am a number of naatiaa to 
contend wnh which lake the form oi 
lama* ouahe* and oth#f deadly ani- 
mated objects 

Mo*t ptatteffii game* are quite 
»d^>ctive*rid^aosfef<ino*mceplk3n 
to tt.it rule Both graphict and aovnd 
are of onty average quality but thay 
don't Jet the gama down t*t iousIv 
rtt nothing ne?w 
but detoiie thit ■(■« 
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It is doubtful wtwtrw lh«a 
will appeal to arcade uamas players 
but aome wargamef* should like it 

Overall AMTIX! rating: 43% 



FRUITY FRANK 

Kuma, £6.95 cast 



Remember th* mtcMd* favourite of o 
couple of yftira back Dig Ouq? Well 
fruity Fran* it vory timilar 10 ihti 
oamrj Vour fOO it to po a pound the 
screen collecting various types of . 
fruit but This ti made harder but me 
nasties that spring oui of hole* and 
mutate whan hit by phirni thai drop 
from tha fop of the tcravn Apples can 
be puahad on top of the nasties to kill 
tham txit you muai be wary because 
they can alao kill you. The other 
weapon at you r disposal is a ball 
which bounce* around the mm 
rt Ii Hra you 




Yet another simple same that 
proves ve*v addiciivn The graphics 
and sound are good but it it the fist 
action thai heaps vou coming rj*ek for 
mote fruity Frank tu ms out lo be one 
of the batter arcade games for Am- 
sir ad and M i* under the averacje 
Amalred price. 

Overall AMTIX' rating 75% 




■SIMULATOR 



than winning a rrvm/ game. I 
suspect Because of some of the 
faults present I doubt whether ft 
would have ever seen the ityht 
of day, had ft not 6er 
budget price But for the pemu^s 
you pay \ it's decent enough 







Presentation 67% 

Lots of tracts to telflci from 

Graphics 53% 

Reasonable representation of a 
high speed race circus 

Sound 59% 

Caiehy W-l 1 * h"™ bul ] ^* «Mrrf*9 
engines leen moie cowardt Hie 
squeaky aide 

Pla ¥ abiNt V 55% 
Automatic mode mjkw thingt 
| bearable but manual is near 
impossibly 

Addictive quaHttaJS S9% 
Petience wilt reward you with a 
fceeovteole oarTi^ 

Value for money 73% 

Very worthwi 

Overall 65% 

Fof the money P if? .not bad at ill 




Budgie. £2,99 cass 

Why software companies insist 
on havmg several different 
labels it never quite dear but 
Budgie is Alliaata's budget soft 
ware arm and also the creators 
of Super Sam (or the Amstrad, 
Boris, the town's green end 
slimy monster, has escaped 
from and broken hisoagn it's no 
longer safe to walk ihfl streets 
srnco Boris, accord ifig lo the 
inlay picture, is a lunatic axe 
wielding psychopath Well now 
Boris has holed Himself up in a 
fortress and is doing his evil 
there, so Super Sam has been 
sent in to capture and cage 
Boris. 

Scattered around the fortress 
you find parts of Boris' cage. 
These you need to ooMect before 
you can face the monster but 
also around the castle you dis- 
cover various energy sapping 
entities. Run out of energy and 
it's one of your three lives lost 
Other possible health hazards 
include the open manholes scat- 
eg red atMMJi the place. 

Sam live* in a pseudo persp- 
ective view world, a son of 
mixture between 2 and 3D B with 
a wealth of acenery ranging 
from the battlements lo the 
sewers of the fortress Displayed 
with flick screen rooms, the pro 
gram conforms to the pattern 
set by many before it. Each room 
may have several exits and 



tonne are hidden quite well. One 
portal to another room iscJ» 
ly hidden as the safe in a bank. 
Some rooms are of a deadly 
nature and one, hidden in the 
sewers, deep withm the bowels 
qf the castle, contains a bomb 
Wander in here and it s game 
over, each of your men getting 
blown up as you reappear to 
L-oniinuir your quest. 

In some screens it's almost 
impossible lo move without 
fatally losing energy, so around 
the fortress there are some pur 
pie syringes offering temporary 
invulnerability against the diff- 
erent demons and ghouls Your 
time left for super man status is 
playod €5 a countdown and 
until that reaches i* ling 

through the baddies does you 
no harm at | 

As you collect the marry | 
cos of cage, a replica is bunt up 
on the status screen so you 
know how far you've got. If you 
lose all your lives, either through 
falling down manholes or an 
encounter with Boris, a percen- 
tage score is displayed 

CRITICISM 



A 



The graphics are horrend- 
ous It fails to compete 
wrth the standard set by 
many Meatertronic garnet And 
apart from terrible graphics, the 
game play is awkward due to 




4:h,4^::i;:::t:::;i:::;t::^afi:?:lM"ii- " ^F 



!»!&«******** 





fotaffy as far worse h#x &ppe 
ared for the A mstrad Mopefu U / t 
the next tttfe from Bucfgt** wtUhf 
h&tt&t and they witt shirt being 
good, hp air** y competition fur 
Masterfronic, Such a state of 
affairs woutd ba very good in 
deed for the erjduserx afbt* 
games, 



difficult movement Really, this 
wit » terrible mistake Soft- 
ware companies must learn t ha! 
having a budget label is no 
excuse for producing awful 
games like this on* Nobody 
expects an absolutely astound- 
ing game to com* out of thk 
price bracket but reasonable 
games should not be imposs- 
ible There's plenty of talent out 
there! rf only people like Budgie 
would make better use of it. 

After seeing Super Sam 
on the Spectrum, I was 
convinced it was imposs 
ible to achieve anything lower 
on the Amslrad. I'm afraid I was 
wrong, Bath mo v tog and static 
graphics are abysmal The col- 
our choice is extremely unfort- 
unate* bringing together colours 
previously seen next Co each 




Other only on test cards. The 
movement is appalling, flick&rv 
doesn't even come close to 
describe the stroboscope: nat- 
ure of the sprite plotting rout 
ines The game itself is an extr- 
emely poor attempt at a triad 
and tested genre. The idea is 
extremely simplistic though the 
overall task is difficult since you 
have to battle against extremely 
insensitive keyboard control 
The only good Hung I cen see 
coming from !his rsfor Budgie to 
[earn from their mistake and puM 
their socks up in the future. 



i 



Super Sam wasn't so 
much of a bmt idea as a 
tragic one. There is 
nothing /ike enough game there 
to warrant its existence. Gran- 
ted, this hmn't stopped other 
software houses from being as 



Y 




gwtty as Budgie (and most of 
tft&m w&vfdn't ffinch at charging 
a tenner for the same program/* 
Despite ifia embarrgstng level of 
the game, f cannot condemn it 



Presentation 41% 
Very weak apart from the 
icrollinq message 

Graphics 32% 

movement and poor 
statics 

Sound 51% 

Pleasant tunc* but otherwise 
Pleyabiltty 53% 

Ouilir easy to gel miuE tu- 
rn uc h fun 

Addictive qualities 35% 
The thrill of the challenge soon 
palls 

Value for money 40% 

Over 
Overall 47% 

Ifyo* ally good b*' 

then thus isn't for you, 




Tt» matt coiFiptol* un^^f *™G •Ai*UMMtfl ^^M HT T • q*,. r--* 

fii tovmsm* *t* Cup e*^-w*an L:*i S f uriu£>*rt Cup ^sp 

wwv^! 1 Cu*p e^D-noiKx. r,i*v«i»m iTrMnn JT? *& %D 

*Cln«H cfk*f^# t»*rr ».:-"i.j|^' #Wn4ilr f**tfu* **&•** *A**g*w* mj%#*;1 * 

Cfratk «Mlh Vtnif ftilNHer 

phone vwtif Aeium^Vtu r*jitkto## or i^*i toi* 
yout name tddjr&t macntrM and garna 
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P€AK/OFT 



4S QUEEN STREET, BALDERTON. 

NEWARK. NOTTS 

Tai: 0038 706230 (34 how t 
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WORLD SERIES BASEBALL 



Imagine, £8.96 cass 

fmagme, formerly one of the 
notorious names in the software 
industry, has made iis debu! on 
The Am sir ad in the form of World 
Series Basebaft. a simulation of 
thai obscure American founders 
rip off, baseball. 

A simulation of one of Amer- 
ica's most famous institutions. 
World Senes Basehatf attempts 
to bring #11 the spills, thrills and 
razzamala/ of the real thing to 
the small screen Taking place 
On a diamond Shape field with a 
base at every corner; the rules 
are similar to those of rounders. 
The game is played over nine 
innings, an innings finishing 
once three men are out. If the 
batter misses three of your 
pilches, or is caught, he's out, 

The field is viewed in true 
birds eye style with the men as 
small blobs, while the dose ups 
of important action are viewed 
on one of those massive proj- 
ector screens fixed on the back 
of the stadium The two teams 
take turns between pitching and 
batting. If you're pitching, then 
you also have control of the 
fielders Before winding up for 
the pitch you can place the fW- 
ders either near the diamond or 
further from it. Press fire and the 
projector lights up the screen 
wrth a large view of the pitcher 
Fire throws the ball and while it's 
in the air, you have slight con if ol 
over how high the bell is when it 
reaches the striker, If he man- 
ages to hit your pitch, he make* 
a run for first base. You can 
move the fielder closest to the 
ball and once you get hold of it 
it's possible to throw it to one of 
the basemen and try and get the 

L f qui Striking Is controlled 
with the fire button, once you've 
hit, you control the player round 
the bases trying to avoid getting 
run out 

Every now and again, a lucky 
striker gets a home run, knock- 
ing the ball cfean out of the 
stadium Home Run flashes up 
on the stadium projector while 
alt the players on the base run 
back to home base, collecting a 

Ki nt f o r every pi ay er back to the 
nch 

For your entertainment after 
the first and sixth innings a team 
of cheerleaders rush on field to 
give a quick dance accompanied 
By a little dittie played by the 
stadium band. The band also 
jumps into action for the title 
screen end any home runs 
scored 



CRITICISM 



Ai 



After having had j 
innings' experience on 
other versions of World 
Series Baseball* I was quite 
looking forward to the Amstrad 
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version The trouble is. Imagine 
have produced a product way 
below the Amstrad s capability 
Inferior of the three versions in 
It's sheet uitpiayabHity. Worfd 
Series Baseb3ft battles against 
the human player's attempts to 
execute even the simplest of 
manoeuvres. The computer's 
team is manned with what 
seems to be near superhuman 
players, missing not even the 
trickiest of pitches On average, 
the computer's striker is able to 
hit a home ruin every other go. 
but for the human player to 
even hit a ball is qurte a feat. I'm 
afraid for the money. Imagine 
have come up with a real loser, 
not only ts the gameplay terrible 
but the sound warbles away 
and the graphics flicker persis- 
tently Definitely worth a miss 






^1 Lets face il, there aren't 
l£m exactly a lot of baseball 
J i coaptations around fin 
the Amstrad. Still, this can in no 
way be seen as a commendation 
for the gamp. The graphics do 
have their faults 41 hough, to be 
fair, I've encountered much 
worse). But the main problem 
seems to be the way you rose 




;; 



every time you play the comp 
uter 1 mnan, you're not even in 
with a chance! You would have 
to play this game for an awfully 
long time before you could even 
hope to achieve victory and \ 
don't think that's really fair h 
leads to a very frustrating and 
unrewarding gams, I, for one, 
have no patience with it. 




As an aid ten of tmagtne 
games 00 the Spectrum 
land as a bit of a basebalf 
null t had Vfsions of this game 
being something realty worth 
whtte Unttke some other mem- 
bers ot the team, f hadn't seen 
other vers*ot>s of the game but 
after seeing this one, fm not too 
Sure that / 'want to t Ve never re/f 
at such a toss when trying to 
play a new game, The computer 
treats you as a realty experien- 
ced pfayer ^M nobody «« 
hope to be when they hrxr start 
paying Maybe after a white you 
coufa compete with the comp 
uter on its own terms but you 
witf have to ask yourself tt such 
deduction to the game ts hkety 
to be reward* rtg ft voo >e hke me 
than you wrtf conctude that fhts 
is unhkety 10 be the case. 
Chunky, fhekery graphics are not 
my idea of fun There are some 
good features, ftke the massive 
tV screen at the back; of the 
pfaytng ttefd This is weft synch? 
romsed with the I the 

game Qrh*?r than fhts, however, 
7 tvel that tmagine have made e 
bit ot a mistake wrth this one. 



Presentation 56% 

Cheap and very mediocre, 

Graphics 43% 

Fet and chunky wnh too few 
saving graces. 

Sound 61% 

Competent but uninspiring. 

PlayabiHty23% 

For too difficult 

Addictive qualities 31% 
Ultimately forgeflaWt 

Value for money 38% 

Nothing to justify the 1 

Overall 45% 

Too sloppy and too dtftkuft to 
make a real impact 







HE W SUPER SILVER FOR AMSTRAD 




301 CYLU 306 


CHIMERA 




302 DONT PANIC 310 


WILLOW PATTERN 




303 BOOTY 313 


THUNOERBIRDS 
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EREVIEW* 






I 



1 



1 



1 



i 



JUST WHEN YOU THOUGHT 
IT WAS SAFE TO GO BACK 
INTO THE WOODS, 
DOMARK CHECKED THEIR 
OFFICE CALENDAR AND 
REMEMBERED IT WAS 
FRIDAY.. «*THr^1fl 
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n Ihe day beiore Friday, I hi- Domirk 
en toy rasp appeared, bloodied md 
terrtftra after ibe<r r Ehranfti 

the log which lay. fnuk a** *t shroud 
nver (he Shropshire htIK, The fog had 
been bad enough but what had realty 
taken US toll on these poor gen|l* 
was ihe contents ol their brief* 

We MMtra U-d Into ihe darkened 
games room, rhe brief* .e*e was placed 
the table and, gently > I MMfle 
was I, It was Fntfa) rfre ! ith 

the gam* since l*WtJ Jason has 
been terrifying cinema audiences up 
and down the land. Now, Lrrwjpora* 
I ible though ii mdv wUli Domar^ an 
bringing jason mm vmif own home, 
perhaps mio your own bedroom. We 
waited Humbling a% the game loaded 
and ihe humble events thai had ted lo 
Ihe pes production were expl- 
ained; 

A long while ago I do ring the 
fifties or something! on Friday the 
11th. (ason's Mum was murdered. He suspected that one of 
the campers at the Crystal Lake Hobday Camp had done hrr 
in. This was in fact true but at ihe time ihe murderer and The 
now expired Mum had been under the impression ihai |aM -n 
himself was dead, Well he wasrVl, huT he was very, wry cross 
when he din owned ihat hti Mum had been kilted i >n \ nrl.n 
I1(h part two this former lovable and amiable chap 
came bacte to avenge his Mother' s death It is on this second 
tilfn that Domark have based I heir gul 

After The game had loaded Mirk Strachan (the 'mark' in 
Domatfc) explained what was happening. It's- hard Irying lo 
tindentand a game when you ha^e lo watch il through ihe 
gaps rn you* lingers. 1 caught glimpses ot happy campers 
roaming about ihe holiday camp. Well holiday camps ate 
pretty horrific but experience told me that worse was lo 

lr seems thai the player takes the part ol one of the 
campers at the time ol lason s return, lo win ihe game you 
must either gel all of the other tamper* into the sanctuary, 
sale ffi m i.ison s avenging mood r oc # H you can swing il, kill 
m. Vouf major proiHefn iv discovering which of the tamp- 
ers is lason, It li possible [hat white you are stumbling Irorn 
Ofle kicalion to another irying lo herd the campers into ihe 
sanctuary, you may jusl find yourself telling lason that lason is 
tomm^, Jason may respond by trying to bury MKnediing or 
other m your head. Ol course at the moment of impact you 
realise just who lason Is. If you keep a i areful eye on Ihe other 
campers you may be able to spot Jason when he attacks 
someone else. The momen« you spol him he transforms into 



the ho r rib to masked spectacle we have all come to fear. But it 
you lose sighl of him again he reverts back to anonym rts 

The garme can safety be described as an arcade advent- 
ure. There are a number ol lor at ions h)f vu to visit, a wide 
selection of weapons to discover and some generally uo- 

Ct eaiaoi surprises. You must defeat lason in each ol five 
jvels which are similar i-xtt^pt thai the sanctuary room is 
located ma different position each time. Also, as with some of 
ihe earlier adventure games, you « .in sele< i mc personaltl 
the character you are playing. Vour than mating lason 

depend on the order in whic h you rank sue h char, t s as 



fRlWW 13 



M AftK 



intelligence, scareabiiity. strength and stamina H vou 
ceed and defeat the monster in en for the neit level oi ihe 
game lason takes on the c ha rat t< -^Jetted for 

you rwrnning level. Unless you select rww charactednk lyou 
nndyrorseirevenlv matched — not a very desirable situation 
in hem 

It wo* a. wretched experience. I did, unuhoday. have 
called [ason. now 1 r m going lo call il Sydney or ( ettl or 
anything, but nr I ^usi don T wani lo Nve wviih a fiend 

like that. I Nope thai I pull myself together in time to review 
Ihe uame next month . IftamG t could get a mug like Gary 
Liddon lo do it. One thing \ lor terrain though , Tm not 
spending another afternoon in a dark room with Domark 
lusUoohurrin* 

JEREMY Who'* ah atf oftrV ■ irf SPENCER 
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DomarVs latest game is 
again based on a Film, except 
this time the main character 
is not some fast moving slick 
city gent. No. instead its 
Jason, the wicked vengeful 
killer from the frid&ythe !3ih 
film series. 

If you are a really coot 
dude, you may not be too 
perturbed by the idea of 
staying at a holiday camp 
with Jason, More fool you. 
But just for those of you who 
scoff at the nervous types 
among us, Domark have laid 
on something special — a 
weekend's ghost hunting in 
York, 

Sounds horribly great 
doesn't it? And there's more. 
The two winners of this 
gruesomely exciting 
competition will endures 
poid for train trip to York, 
followed by 2 nights in a first 
class hotels big, creepy, four 
poster bed. 

Worry not if you fail to be 
one of the two winners, you 
stand a very good chance of 
picking up one of the 50 
runner up prizes and end up 
as an owner of a Friday the 
13th sweatshirt— * enough to 
raise the hackles on the back 
of your neck, let alone make 
you break out in sweat . 

The competition is 
sh ock i n g I y si m p le to enter, 
all you have to do is to 
answer the five questions 
below and avoid standing in 
front of dark windows at 
night or with your back to 
frail pine doors looking 
frightened until after the 
closing date which is — 
aaarrrgh! — December. 
Friday the 13th II 

1. Which two months this 

year had a Friday as a 

thirteenth day? 

2 Jn which year was the first 

of Friday the J 3th films 

released? 

3. What is the standard width 
of projected movie film 
shown in most cinemas? 

4, How many films are there 
in the Friday the 13th series? 

How did The British Board 
Of Fit m Censors rate Friday 
the J 3th — Part Four? 

Answers on a postcard (or 
back of a sealed envelope) 
please, and don't forget to 
write your name and address 
on the entry, When you've 
done all of that send it to 
FRIDAY 13th COMP, AMTIX! 
MAGAZINE, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 
1 DB So long as we receive 
your entry by December 13. 
all you have to do is to wait — 
in a well lit room (and keep 
warm m mm mm m m m m a 
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THE BEST THING 
SINCE THE REAL THING 



A Spitfire flight simulation set 
in 1940. Ground features 
and realistic air combat. 



Spitfirr f 40\s available 
from W H Smith $ Boots 
and good software stores 
everywhere. 




Target To rise through the ranks 
ohhe RAF elite to Group Captain. VT, 
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Mail order and catalogue requests to 

Mirnrwh Lid.. Maxell House, 

74 Worship Siraei, London EC2A HEN 

Tel 01 3774644 

Trade orders Id 

MirronoKLU P-jrneLl Book Cenire 

Paullon BristoEBSiasm 




f from Robin Candy 



Leaf month saw the introduction of AMT1PS which I hope 
you all enjoyed Am I write this, the first issue of the magazine 
hMil t hit the streets, so my appeal for tips end POKf S is to 
far unheard and has not had a chance to bring mall flooding 
in. If you are on the nail of a Ire* AMT1X ' T Shin I'm rooking, 
in particular, for good tat* of tips for Gargoyle 6im« 
Marspo rt which I am totally addicted to f J*"** ° "IffiS 

brts of info to the address printed at the end of the column 
and don't forget to include YOUR name and address, and T 
Shirt sue if you reckon you've got something good to offer ! 
For those of you who eren*! brilliant games play ers there is 
no need to worry — I'm interested in smaH hints or tricks that 
exploit games' bugs to help you improve your scores as well 
M the detailed solutions So there b a eh anc e f or A maters of 
all sic ill levels to win a T shirt — expert tttmii* players, POKE 
Fiends and Bug Spotters alike. 



DUNOARACH 

This month's set of tips for 
Gargoyle's classic game are 
supplied by various sources 
including; Alistair McCleod 
of Dunfermline, Craig Young 
of Central Scotland, 5 
Summer scales of Bat ley , 
Allan Gunn and Jason Part- 
ington both of Poole, Lawr 
ence Mo Hoy of PuHey; 
Michael Mitchell and Gary 
Mackintosh both of Moray- 
shire — and of course, yours 
truly 1 

Open the invisible door in 
Cross Street, which is oppo- 
site room 55, with the M key. 
if you haven't yet figured out 
how to get this then rt is 

Suite simple. Go around all 
le Store rooms etc listing 
down the numbers on the 
outside of the door and the 
letter on the wall inside If 
you arrange the numbers in 
order along with their letters 
a m essag e will form The 
meiiige means that there is 
a locked door by the Alch 
emist's counter that can be 
opened with Platinum, go 
through the door and you 
will find theM key. 

Inside the room at 55 
Cross Street is the Teie- 
stone, take this. Now go and 
buy a sped from the Mag ick 
store Deposit your key on 
the counter and offer the 
Telestone, this will reveal 
the location of Skar. Now go 
and find Skar (keep using the 
Telestone so that you can 
easily track her down) and 
offer her the spell when she 
is near, this will make her 
visible. If you have a thieves' 
licence then go and steal the 



pearl from the strongroom; 
if you don't have a thieves' 
licence then get some 
money and buy one, either 
by honest means or by using 
the methods detailed last 
month Take the pearl and 
give rt to Skar, -who in return 
will give you a scroll Go to 
the castle with the scroll and 
thed-key 

That's enough tips for Dun 
Darach for this month, but 
here are the solutions to all 
of the galleries. 

The gallery on the north- 
ern part of Heme Hill should 
have these items dropped in 
rt: an arrow (from the Flet- 
cher in King Street); an adze 
(from the Carpenter in Oak 
Road |; a hoe (from the 
Farmer in the Parade) and a 
needle (from the Draper in 
Long Lane) 

The gallery on the south- 
ern part of Heme Hill should 
have these items dropped in 
rt lead {from the Alchemist 
in Cross Street); a last {from 
the Cobblers in Long Lane), 
a sting {from the Apothecary 
in Hearth Road) and a hem- 
lock (from the Apothecary in 
Market Street J 

The gallery in Stone Road 
should have these items 
dropped in it: a hammer 
(from the Carpenter in Bird 
Street); a barrel (from the 
Cooper in Long Lane); dry 
5 a ft (from the Setter in 
Oakroad) and a broad axe 
(from the Armoury in Long 
Lane). 

The last gallery in Marsh 
street should have these 
objects dropped in it: a rue 
(from the Herbalist in Bird 
Street}; a pile (from the 




Herald in Amber Way); a 
razor (from the Barber in 
New Street) and a foil (from 
the Sword smith in Oak 
Road). Remember Pita likes 
jewellery! 

BRIAN BLOODAXE 



For those of you who afe 
looking for the Holy Grail 
and the Golden Seat of 
Power Matthew Newman of 
Cambridge provides the 
answers. 

THE HOLT fifUUL 

When you have found the 
Crown jewels you should 
proceed to the snooker room 
and go left. If the Holy Grail 
isn't in here it will be in the 



room above one with the 
tank, scissors, 3 baddies and 
2 bunnies, in the room with 
the ship, Once you have the 
Holy Grail you must take it 
back to the room with the 
angel and the message 
Bring rt hither'. Now you 
should get a message to go 
and find the golden seat of 
power. 

THE GOLDEN SEAT Of POWER 

Go to the room to the right of 
the snooker room and it is in 
the bottom left hand corner. 
Normally the seat ts white 
but you can't pick it up until 

Sou have got the Holy Grail 
tnce you have got the 
golden seat of power take rt 
to the well and jump down it 
to complete the game. 










































LOADS OF MIDNIGHT 

I'm a big fan of this game — 
here are just a lew of my 
findings. 

Farflame the Dragon lord, 
Fawkrin the Skulkrin and 
Lake Miirow can all destroy 
I the Ice crown (this is in the 
tower near Ushgarak and It 
tan only be collected by 
Morkin) H the ice fear gets 
very strong then get Morkin 
to take the crown as far 
away from your armies as 
possible. This will lessen the 
tear and improve your sold- 
ier*' fighting potential. At 
the beginning of the game 
send Rorthron ME to recruit 
the Lord of Blood and then 
SE to the Citadel of Shime 
ral Send Morkin north on his 
quest and Luxor SE to recrurt 
Brrth Then guide him to the 
Citadel of Shime ral Send 
Corleth the Fey east to 
Shimeral then NE to recruit 
Thimratti the Fey in the 
woods. Group all your men 
(except Morkin who should 
continue Northwards) at 



Shime ral then split them 
into two groups. Send one 
SE to recruit other lords and 
head towards Xajorfcith 
Once they have recruited 
Dawn it is best for him to 
head N to recruit other lords 
Such as Kumar. This will 
make a third group who can 
either be kept up north to 
defend a citadel or they can 
be taken down south to help 
the other forces. Send the 
other group with Luxor SW 
to recruit Gard. Then go 
south Move east recruiting 
Fey and other minor lords 
until you end up at X a fork it h 
Here you should regroup 
your men Now choose: 
either to head north to fight 
Doomdark or to fight it out 
down South Remember 
Doomdark has 250.000 
troops, and the more places 
he takes the stronger the ice 
fear will become . . but this 
will spread his forces over a 
much wider area allowing 
you to plan raids and grad- 
ually take all the areas 
Doomdark occupies beck 



WAY OF THE EXPLODING 
RST 

Steve Taylor erf Frempton 
West and Ben Stoneof 
AMTIX! Towers give the 
lowdown on how to thresh 

Sour opponent in Melbourne 
louse s classic martial arts 
program Just follow this 
guide and you will soon be at 
the 10th Dan 

To make progress you 
must first of all become 
familiar wrth all the moves 
and how to execute them — 
this is best done in the two 



player mode. It shouldn't 

take long before you are 
competent at this The 
roundhouse and flying kick 
are fancy moves but not very 
practical. On the Wo vice and 
1st Dan levels you may get 
away with performing them 
but later the computer opp- 
onent becomes too clever to 
fall for them. 

By far the best move to 
perform ts the forward or 
backward sweep but if it is 
mistimed, the computer will 
get you with a jab kick. A 
good tactic is to move to- 



wards your opponent and 
then do a forward somer- 
sault over his head and 
quickly perform a backward 
sweep. Should he be just out 
of range then do & half 
roundhouse and run after 
him then kick him in the 
back. It may not be cricket 
but it is effective. 

From the 1st Dan walk 
forward so that you are near 
enough to perform a high 



kick then do it and the com- 
puter player will block the 
kick. While he is doing this 
do a middle or jab kick and 
you will knock him over This 
works up to the 5th dan. On 
the higher levels it is best to 
play safe and just get in front 
on points then avoid the 
computer player until the 
time runs out. This may not 
gain points but it does move 
you up levels. 





DRAGOHTORC 

Continuing on from last 
month's tips here are a 
couple more if you are still 
stumped. Thanks go to 
Andrew Hewson for h» 
generosity- 
Presuming that you have 
?ot out of the Vaults of 
ocris and are now in Weir* 
dhenge; use the Ley rod spell 
to reveal leycubes in the 
henge These cubes take you 
to different locations in the 

Same, Follow the route of 
le yellow cube: this should 
take you to the area of the 
blasted forest Now use the 
leyrod in the henge of this 
area and again take the 
route via the yellow cube 
which will take you to 
Web wood Make sure you 
have got Merlyn 's seal when 
in this area. Hopefully ever- 
yone's now in Web wood 
First of all find the stick — 
should a spider bite you then 
it is possible to stop the 
energy drain by using the 
heel spell (found in the 
Vaults of Locris). Move the 
stone with the stick and take 
the axe which lies beneath. 
Use Merlyn's seal to move 
the flagstone, go down the 
hole. You should now be in 



Merlyn's cave Read the 
message that is in a chest, 
which can be unlocked using 
Merlyn's seal Leave the 
message scroll and the half 
moon (this was obtained 
from Locris). Use the servant 
on the table in the adjacent 
room and take the milk and 
the Warrior gem. Go down 
the exit and axe the stump. 
Find a tog and put the milk 
near it to reveal a hedgehog, 
take this. Go back to the 
axed stump and use the 
hedgehog on rt to reveal a 
key With the key and 
Merlyn's seal go back down 
into Merlyn's cave and 
unlock the locked door with 
the key. Open the chest 
inside that room with Mer- 
lyn's seal to find Halgor's 
seal Take this and the half- 
moon and proceed to Hal 
gar's sanctuary. 



FANTASTIC VOYAGE 

Still having trouble with this 
game? Thanks to Dave 
Will Jams of Moreton most of 
your problems should now 
be solved Information supp- 
lied by Dave details the loca- 
tions of the parts of the 
submarine. Also the parts 
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STAAION 



This next installment of tips 
for Melbourne House sAcco 
lade should help you comp- 
lete Block 1 [the rest of the 
time grids are in AMTIX! 
Issue 1) Neat month there 
should be another load of 
time grids, all thanks to Tim 
Dawson of Farnham 
Common. 

BLOCK 1 BRIO 6 

AD 0079: VESUVIUS- She 
blows her lop over Pompeii 
BC 0064: NERO— He fiddles 
while Rome burns 
AD 1897: ELECTRON- JJ 
Thompson's single charge 
AD 1S§9: TABLE- fiest for 
Mendeleyev's periods 
AD 1SS7: ALASKA- Ameri- 
ca's bargain from Russia 
AD 1S44: D— Big Day In 

Normandy 

AD 1999; ECLIPSE- Mom 

entery darkness, just, in 
Cornwall 

AD 1871: RIBBONS- FA cup 
is undressed 

AD 1945: URANIUM- Ingre- 
dient of the atom bomb 
GRID PASSWORD: 
ADVENTURE 

BLOCK 1 6fllD7 

AD 1773: TEA- Getting 
thirsty at Boston party 
AD 1867' NOBEL- Dyna- 
mite without ring 
AD 175$: CALCUTTA— This 
black hole is in India 
AD 1851: EXHIBIT— Show 
off great crystals at the 
Dal ace 

AD 1812; CANNON— Over- 
ture noise makers 
AD 1922: INSULIN— Penc^ 
reas gives a hope for 
diabetics 

BC 0163: ROSETTA- Hiero- 
glyphic Stone for Ptolemy V 
AD 1997: CHINA- Hong 
Kong takes the slow boat 
AD '1042; EDWARD- He 



must be collected in this 

order. 

1st Mouth 

2nd Intestine (look around 

carefully) 

3rd Liver 

4th Gall Bladder 

5th Pancreas 



confesses to being crowned 
GRID PASSWORD; 

ECCENTRIC 

BL0CK1 GRID I 

AD 1796: NEEDLE- 

Jenner's cowpox pricker 
AD 1912: ICEBERG- Titanic 
needs a target 

AD 1989: EAGLE- Big bird 
qives a giant leap for man- 
kind 

AD 1929: CRASH- Black 
Tuesday in Waf! street 
AD 1086: ARROW- One in 
the ©ye for Harold 
AD 1953: ORB- The Quean 
shall have a ball 
BC 0543: TRIANGLE- Pytiv 
agorus has some squares 
AD 1492: BAHAMAS- To 
them he sails the Ocean blue 
AD 0004: MANGER - What a 
messiah — no crib for a bed 
GRID PASSWORD 
COMB IN ATE 

BLOCK! GRID 9 

AD 1911: POLE- Amund* 
sen's southern flag holder 
BC 0044: IDES- Caesar 
beware the fifteenth of 
March 

AD 1805: NELSON - A hardy 
man dies at Trafalgar 
AD 1969 . BOOM ^ Concorde 
goes supersonic 
AD 1900: HYDROGEN - 
Zepplin'sges 

AD 1454: INK- Gutten- 
bu rgs Bible is too faint 
AD 1837: MORSE - Dashed 
clever telegraph man 
AD 1914: ARCHDUKE i- Fer- 
dinand shot dead without his 
title 

AD 1»82i APPLE- Newton 
sees the fruits of gravity 
GRID PASSWORD: 
AMPHIBIAN 



BLOCK PASSWORD: 
AERO SPACE 



6th Duodenal 

7th Stomach (look around 

carefully} 

8th Colon (hard to find) 

If you are having problems 

destroying the growths etc, 

then the white cells can do 

the job fof you. 



EVERYONE'S A WAUT 

Following on from last 
month's tips for this game 
here are a lew more hints to 
help you get one of the 
tetters Next month I will 
reveal how to get a few more 
letters and get nearer to 
completing the game. All 
this information was thanks 
to David Yardley of Lichfield, 
To get the letter £ you 
have to mend the hook and 
stamp the parcel. To mend 
the hook you have to be 
Wally, get the super glue and 
the broken hook and take 
them to the work shed Put 
the hook on top of the bench 
and walk under the vice with 
the super glue then, take the 
hook which should now say 
*hook working'. Take the 
hook to the crane. Now 
change to Wilma and get the 
parcel and stamp, go to the 



post office and walk to the 
far end of the post office, the 
parcel should now be 
stamped You can now go 
and exchange the stamped 
parcel for the letter E 

To mend the gas pipe you 
must be Dick and have the 
gas mask. Goto the cava and 
collect the leaking Gas pipe 
{beware of the shark thingy, 
who will sap your energy}. 
When you are out of the cave 
go and find the chewing 
gum F put the the pipe on top 
of the bench in the work 
shed and go and find the 
patch With the patch and 
the chewing gum walk 
under the bench with the 
leaking pipe on it, collect the 
pipe, it should now be pat- 
ched With the pipe and the 
gas mask go back into the 
cave and replace the pipe 
This gets rid of the sparkles 
in the cave and the flame 
from the motorway, 
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KNIGHTLORE 

There aren't many hints that 
you can give away for this 
one but David Moritz of 
Harrow has come up with 
this little hint to help us all. 
When in the Wizard's 



ROCCO 

Just a quick tip for Gremlin 
Graphics' boning simulation 
thanks to Mark Towner of 
Stoke-on-Trent 
On the first two boxers just 
keep punching and you will 
beat th»m On the third and 
fourth boxers watch which 
hand the boxer taps and 
guard that side. Now wait 
until his arm drops to punch 
you, then punch him. Using 
this method it \m possible to 
win the world champion 
ships quite easily. 



room drop any object The 

spell in the cauldron will 
never come out of the caul- 
dron as long as an object is 
on the floor. This means yoy 
can walk around the Wiz 
ard's room whenever you 
wish even If you are a 
Werewolf 



It locks as if I've AIM up my 
tilloited space for this month 
but next month there should 
be more tips on Dragoftlorc* 
Dun Darach and a few on 
Gargoyle's Marsport II 
you ve go* any tricks, hints or 
pokes then please send them 
to the address below. I'm off 
to play Maraport now 



ROBIN CANDY. JUMPS, 
PO BOX 10, LUDLOW, 
SHROPSHIRE. SIS IDS 
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THE ONE YOU'VE BEEN SCREAMING FOR 

Enter the Horror Sound Effects Competition — If You Dare! 

Spectrum Commodore 64 Amstrad 

£8.95 



WARNING: THIS PACK AGE CONTAINS MATERIAL WHICH MAY DISTURB 

PEOPLE OF A NERVOUS DISPOSITION! 



< 

MftE YOU ORDER NOW 1 



CALL Ot-947 5*24 



To: The Knite Sharpen** 
Domarii Ltd. 204 Wo* pie Road 
London SW20 8PN Teter 894475 G 



IME aoc* If THUS •. 
XttSS. 



Ptoasc sand m 
(includes postage an 

I enclose a cheque/PQ tor X. 

My cruiputH ii __ 



«s ol fnday the 13th - The Computer Game' at £8 95 

Ching). 



Vou may order by Access U MuQ American Eatress Q Transcasn! 
by post or telephone (01-94? 5624) {Our At No 544 5450) 
Please debit my CREDIT CARD D Signature 



*^Nn:LL]_LU I 1 I I I 1 1 I I 1 I I 1 



POSTCODE 



Credit Card Enrwy Date: 













a dfi 



i$$ $ ® ® § i € 
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BOUNTY BOB 
STRIKES BACK! 



Twenty five Levels. 



Multi Channel Music 
Dual Joystick Capability 



Bounty Bob Sinker Back is the sequel to 
Miner 204Qcr which was l huge success 
on t he Commodore M and Atari 
machines. Now on the AinstracL this ver- 
sion features Bob s toughest challenge to 
date and he needs your help more than 
ever before to guide him through the minc 
Thc mutant organisms within have multi- 
plied and over run the mine entirely, 
making it extremely difficult to survive 
the hazards of the underground passage- 



BEACH-HEAD 



Multiscreen 3-D Arcade Action 

A peaceful island ts being held by a 

ruthless dictator and his troops. As Chief 
Commander of land and sea forces Ln 
the Pacific, you must obtain a quick naval 
victory and then invade the island with 
land forces, If your troops succeed in 
penetrating the island defence systems 
the most difficult challenge still 
remains; capturing the enemy fortress of 
Khun Ijn, 

Beach Head is a multiscreen action game 
which requires different skilb and 
provides new sequences as you progress 
through the game. 



BRUCE LEE 



Twenty secret chambers to eupJotr 



Unique multiple player options 



In Bruce Lee" you will experience the 
power and the glory of Bruce Lee . one d 
the greatest masters of the martial ,m ■■ 

As Bruce Lee. you will confront a barw 1 
of vicious foes, Vou must penetrate the 
fortress of the Evil Wizard and claim te t 
fortunes. Destroying (he Wizard will eai l 
you immortality and infinite wealth 1 



if— I 



t - *_ 



ways. Using high powered special 
equipment in the twenty five caverns is 
Bob sonly hope of achieving his objective 
of securing the mine and defeating the evil 
plans of Yukon Yohan. 
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US GOLD ON THE AMSTRAD*- ONE 



RAID! 



Gripping Arcade Action 
Multiple 3-D Scrolling Screens 

Hie scent is one of World-wide conflict 
Ik only hope of saving the World from 
mdear annihilat ion i*an attack by stealth 
ambers on the launch sites„ 

As squadron leader, you must lead your 
t raopson a virt ual suicide mission, knoc k 
out the launch sites, and proceed to 
hr command headquarters. Armed only 
vtfa the weapons you carry, you must 
Wf cry the defence centre and stop the 
mmm 



▼ 




DAMBUSTERS 



Superb Graphics and Sound 



At 21:15 hours on the evening of May 16th 
1945. a flight of specially prepared 
Lancaster bombers left ILA.F Scampton 
for Germany And so. one of t he most dar- 
ing and courageous raids of the Second 
World War was underway Now you have 
the opportunity to relive the drama 
and excitement of this famous action via 
your Amstrad computer You will take (he 
parts of Pilot, Navigator. Front and Rear 
Gunners. Bomb Aimer and Right Engineer 
a5 you play this authentic reconstruction 
of the night s events, The multiple screen 
action is complemented by a compre- 
hensive package of flight documents and 
authentic iTMU-nul f rum the pdriotfi 





IMPOSSIBLE 
MISSION 



Game of the Year 1985- 
British Micro Awards 

Message from the Agency computer..... 
. . ._ Your mission. Agent 4125 is to foil a 
horrible plot. From an underground 
laboratory El vin. the scientist, ts holding 
the world hostage under threat of nuclear 
annihilat ion You must penetrate his 
stronghold avoid his human-seeking 
robots and find pieces of the security 
code. 

Somersault over the robots or use a 
precious snooze code to deactivate them 
long enough to search eac h room. Use the 
Agency's computer to unscramble the 



passwords from the code pieces, or try to 
solve them yourself. You'd better 

beware This mission is stamped 

IMPOSSIBLE!" 






US Gold Limited Unit Id 

The Parkway Industrial Centre 

Heneage Street, Birmingham B? 4U? r 

Telephone: 021 -35988*1 Tekx; 33?26& 



fE GREAT GAME AFTER ANOTHER ! 



"Alt wrttn *huti -iwctn on the Cfrjnmodurc 64 
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DESIGN DESIGNER 
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AN INCENTIVE YOU REALLY CAN'T / 



THE GREAT NEW MAGAZINE 

When buy AMTIX J you can be sure of getting a monthly magazine 100% devoted to Amstr ad 
software and hardware, packed with information on the very latest games, utilities and 
business software that will keep you right up to date, But most important of all, AMTIXI is 
going to be a good read. Now if you subscribe, all that will be dropping tfo rough your letter box 
every month Tor no further effort on your part fnol lo mention the free games), There's not 
much point going into great detail on what AMTIXI is (ike, because this issue 1 will tell you alt 
you need to know! 
As a subscriber to AMTIXf you also receive another benefit — 50p discount off every single 

Biece of software you buy from AMTIXI Mail Order wh ich , together with CRASH and ZzAP I 64 
lail Order p is one of the bigcjest software mail order houses in the country. You can find more 
details on that elsewhere in this issue. AND, as a subscriber you will also receive good 
discount benefits through any subsequent subscription offers. How can you resist 7 



AM71X ! has got together with DESIGN DESIGN and INCENTIVE SOFTWARE to glv* you 
a fantastic AMTIXI subscription offer — any two erf the groat games listed here [worth up to 
£15 90} are yours absolutely FREE rf you take out a year's subscription to AMTIXI nowll 
That's a deal that could be worth worth more than the actual cost of the £15 (post included) 
annual subscription fee. All you have to do it fill out the form and send in your payment, 
choose your two free games, and we'll do the rest! 



other special 
offers; 

Subscribers to AMTIX' 
should keep a close watch 
on future subscription 
offers, because there will be 
fabulous deals In there for 
them as well - we won't 
forget you once you have 
handed your money over 
and become a subscriber! 
For instance - H you sub 
scribed to AMTTXt on the 
offer in our special PCW 
show issue zero, all you have 
to do now is quote your code 
number and you can get 
TWO of the gsmsa in this 
offer for the special price of 
only £6- 00 f 
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AFFORD TO MISS! 
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Subscribe to 
AMHXJ 
and you 

can have 



of these 

Mmesfor 
FREE!! < 
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AMTIX! SUBSCRIPTION OFFER 



Yes. I want To subscribe to AMTIXf for one year (12 issues! 
and receive two free games from the five listed on these 
pages (offer closes 30th November 1965). (enclose * cheque/ 
postal order made payable to Newsf ie (d lor £15 00 



Name 



Address 



Postcode 



Free game choice 1 is .*...,,... 

Free Qa i* ii e cnoice z is .... r . ...*-,- »«*■■■■ 



I'm already a subscriber to AMTIXf and I would like to choose 
two games at the special deal price. I enclose a cheque/post* I 
Order made payable to Newsfield for £6 00 



My subscriber code number is 



Name - . . . 



i * m m m * * . 



Address 



K4 + I + P4 + l* + l>»><>>»i 



Postcode 



UOl I IE I IB ■ 4 i -. » + I • < P * . 1 + -i ■ 1 * * P . * + I 



Game 2 is 



AMTIXf SUBSCRfPTJON OFFER, f2 Kino Strwt, 
L ud tow, Shropshire SYS tAQ 




THE GUARANTEED ETERNAL 
SANCTUARY MAN 

■spits rumours of my demise beneath the shoe of 
B*g J P I've returned with more space {as promised). 
There's a hill review of Graphic Adwrttum Creator t 
glimpsed at briefly, last month I also have a dose 
look a! Ganmtk from CRL another adventure crea- 
tion utility. And of course, there are a few adven- 
tures to deal with, As usual, space is limited, end so 
details of 8TH Day software are. I'm afraid, going to 
have to wait until ne*t month. 
Could rt be that fitting here, staring at a mostly blank monitor 
screen, I'm suffering from withdrawal symptoms 7 I've always 
enjoyed adventure gaming but never have I considered myself 
addicted . Mm rn, a possibility no doubt. All ihis hard working tor an 
unsympathetic Big J, What will become of me? There piobably 
won't be any headlines m the da fly press when I'm washed out Nor 
that I don't deserve the coverage — I'm the lovable type, all said and 
done But Big J, has con nectiofis in high ptaces, make no mistake. He 




could have the whole thing hushed up Remember Watergate? 
Nothing but the work of sloppy amateurs compared to the Muff Jem 
does. 

Evenrually they'll probably have a robot doing my |0b Til be worn 
out — left on the proverbial scrap heap (or is it a compost heap for 
leprechauns |. There's nothing I can do about it either Nave any of 
you go! any idea exactly how much damage I could do to Big J's fool 
when the day of judgement comes and he stands cm me? None at all 
is the answer, i suspect you're looting for You can help Write to me 
and make me feel popular — write to me and moke me feel 
unpopular — just get the Big J off my back (no! literally H PRESERVE 
YOUR LOCAL LEPRECHAUN' 

I'll admit to anything if it keeps me alive, even being a leprechaun 
Ah. it appears that I vela ken up the entire introductory area with this 
plea. What a change to come out with nothing constru* 
whatsoever I 

Enjoy the column 




data blocks. Like I said, there's a 
lot more in this adventure than 
in the film. The second pan of 
the loading process soon ends 
and you ere launched into the 
game proper. At the bottom of 
the screen is the input area and 




Ocean, £9.95 cass 

hough not 

exactly reknow- 
ned for adven- 
ture games. 
Ocean have 
dived in at the 
deep end and 
produced a lic- 
ensed version 
of A/ever Ending Story from the 
film of the same neme r in a iwm 
cassette pack and utilising both 
8 heavily redefined character set 
and fufl colour graphics Weli. 
what you get for your money 
looks good, if noting else 

To the plot then. You play a 
young boy with an alter ego 
Atreyu from a fantasy land 
accessible by reading a certain 
book (guess what it's car led I In 
this [and, the young Atreyu is 
supposed fo be one of the great 
est Irving warriors. Well, the 
tests of tests is here to find out if 
that's the case because some- 
thing called the Nothing is 
swallowing the Isnd faster then 
Jeremy can eat everybody else's 
lunch, and it shows no sign of 
getting indigestion Your task is 
to f<ncf out whet the Nothing is 
and stop it 

As you may suspect, this is no 
easy task and several charade rs 
and creatures will have to help 
you if you are to have any 
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chance of success Your power- 
ful horse, Arts*, can be found 
and there is a way to call a more 
powerfuf ally in the form of 
Falkor. the Luck Dragon. These 
are just two of the characters 
you will meet on your quest. The 
game has a lot more in it than 
the original film, including your 
homeland* and the Silver 
Mountains 

On loading, you're greeted 
with a none too unpleasant 
version of The theme tune from 
the film. However, the moment 
the little ditty is over, you are 
told to load in the first of three 



above it is the the usual descrip- 
tive passage However, the most 
interesting point on the presen 
tation front, was that the gra- 
phics window (which contained 
beautifully drawn backgrounds 
graph res) contained another 
window which constantly chan 
ged to reveal the main character 
of any given scene. If this wasn't 
pleasantly anginal enough, 
every time you collected ^n ob- 
ject, it to would be displayed in 
its own little window 

All the graphics were not only 
colourfuL but superbly drawn 
There's no doubt that Ocean 



took the presentation side of the 
game very seriously indeed On 
ihe subject of presentation, the 
character set is pretty incredible 
as well Easily reed, it has aimos* 
phere and a Roger Dean like 
style, somehow reminiscent of 
early Yes albums Rather unfort- 
unately, ihcre bi the occasional 
clash of poorly designed capital 
letters, but the over alt off* 
very striking and impressive. 
The one rhuifl that spoils the 
presentation is the appalling 
tesrt scrolling. About two min- 
ui-s thought and a few bytes of 
code could have rectified that 
problem 

The game takes place in 
pseudo — real time with the 
result that the tituast- You wait' 
appears when there is any con- 
siderable pap between ptayer 
input. The input edibng facilities 
are noticeable by their absence 
also Keyboard response was 
dodgy and there was now way 
to edit other than use o< 
delete kev Unfortunately the 
delete key had no auto-repeai 
either One saving grace was the 
fact that the game responded to 
an input so quickly thai it was 
really not too bad if mistakes 
were made because a corrected 
version could soon be typed In 

It was not too surprising to 
find thai the interpreter handled 
player input quickly as it had en 
abysmally small vocabulary i- 
didnt understand the word 
'examine' or help" I which most 
adventures at least have a smart 
remark for) or indeed many 
others Simple, two word fnput 
was the order of the day, and il 
appears that the word handling 
system looked no further than 
the lest word it couldn't under* 
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stand This led to a variety of 
difficulties but I don't know for 
sure, whether these had any- 
thing to do wrlh (he fact t+ur 
game fold me thm I vrasn't 
carry i no a burning branch in one 
move, Before telling me that it 
was pan of my inventory^ All 
things considered, this game 
won't remembered as a classic 
m terms of interaction 

SMI. I could n i help being 
impressed with the overall loot 
and feel of the adventure and 
wanted to 90 on. On the whole, I 
suppose it isn J t thai bad, its just 
that it looks so good, you expect 
more. I would rate the graphics 
Themselves as a Mile below 



Adventure ino matronal qualify 
(though the way they are used la 
very goodi Interaction is even 
further below the standards set 
by Al. Not a bad first effort and if 
you liked the film | my girlfriend 
dragged me to see it, honest! 
then you will probably find it 
worthwhile. One things for 
siiirr?, The plot i&n'l all that Wfy 
to sofve and there's plenty of it 
too. 

At mo sphere 79% 
Plot 84% 
Interaction 52% 
LntsbJHlyBl% 
Value for money 83% 
Overall 79% 
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A M T I X ! 

ANTIQUES 



(Circa October 1985) 

Verily, let us say unio you, if you missed out on 
the unique copy of AMTIX! issue Zero, then you 

faiissed a Good Thing, because this rare item 

from Ihe earliest known period of Amttxian 

culture, may soon be changing hand* for ready 

money. As a well respected collector of beau* 

lifuf objects, you will most certainly want to gel 

your pjfWS on a pristine copy of AMTIX J issue 
ZEROh and that's where we come in, bee auvc ii 

just so happens we have a few sitting a found 
that weren't distributed at Ihe PCW Show and 
are still lying protectively wrapped against the 

ravages of time in thei r embalmed wi ndings. 

Don'l be like those fools in the mid-s ixt ies p who 

threw out their old Victorian loos because they 

leaked all over the new nylon carpet and *o N >sr 

out on the early seventies craie for leaky 

Victorian loos to use as jardinieres for Swiss 

Cheese plants. Send off today for vour 16 page 

collector's copy of AMTfX! is$ue Zero r otherwise 

you may not live to regret it. 

RcafttfhamtPi 

50p 

I'm luMve of Value Added Ta« uh mo rata 
Auction* it ^ tan jnd pTOW tiy, 
p rote c ti ve winding jnd p rttJ 




Rush me fgenilyi my ageing ropy ol AMT IX? K*ut* Zero. 
Name 






Addr«* 



»1«H*4M 



PosH'odp 



AMTIX! ANTIQUES OFFER, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS 1 08 
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LORDS OF MIDNIGHT 

Author: Mike Singleton 
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fter a long wait, i 
Beyond have ' 
finally released 
their epic adve- 
nture/strategy 
J erne. Lords of 
tidntgfat. The 
plot fs a highly 

comple* o.oe 
involving four controllable 
characiers, a plethora of armies 
and a Tolfcienesque collection of 

btdcfln. 

Your main character is Lux Or 
He is (he Moon prince and 
master of all the good forces in 
the Land of Midnight The game 
begins with Luxor set to face his 
greatest challenge, as the mas 
ter of all that is evil , Doomderk, 
iries to control the land. Luxor 
controls three other major char- 
acters, Roiihron, Cor lath and his 
own son Mo rk in You can select 
any of these characters Bt any 
time in the ga me and play ii from 
their point of view. The format of 
the game allows everything to 
be achieved by single key input, 
so only the sheer scope proves 
confusing to the beginner. Act- 
ually getting anywhere with a 
Character is easy. 

The plot and its history are so 
convoluted that half of the inst- 
ruction booklet ta*es the form of 
a fantasy story leading up to the 
present circumstances, to expi 
ain it all here would be impos- 
sible, But you can treat the game 
as a series of m mi-games and 



that is the best way to explain 
the goings on. To play the 
adventure, you concentrate on 
Morton, as he's immune to 
Doom dark' s greatest weapon, 
the kre Fear, This can make 
armies turn and run before rum 
Morkin is the onfy one of your 
charactera without &n army and 
his own mixed ancestry makes 
him the ideal character for your 
purposes. 

He has lo go noHh p atone to 
the Towef Of Doom and destroy 
the tee Crown, the source of 
Doom dark's devastating power, 
Guidance is the same for all the 
characters. Eight numeric keys 
reveal the eight mapr compass 
directions, and another single 
key entry moves that character 
One 'unit' forward. Selecting 
other characters is also a simple 
action. Apart from looking and 
moving, characters may Think 
and Choose. Choose presents 
the options available to your 
character on a menu, while 
Think provides supplementary 
information on status and 
position 

The main reason for Think is 
because the normal screen 
shows a graphic view and some 
te*L The result usually is that 
there is lirtfe room to supply all 
the information you may require 
on a Single screen. For those of 
you still unaware of all the fuss 
surrounding this game's earlier 
incarnations, the program's gra 



j 







phics aren't designed to be high - 
res But there are thirty two 
thousand possible views. 

Back to the plot. The strategy 
side of IOM involves you build- 
ing up your forces with the other 
three characters and seizing the 
Citadel of Ushgarak, where 
Doomdark commands his 
forces. Luxor is very useful as 
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the commander hero because 
he wears the Moon Ring which 
protects any forces near him to a 
certain degree. If Luxor snuffs it 
Morkin wilt have to find the ring 
in order for you to regain control 
of the other characters end 
force* in the 8*™*- 

Game lime passes continually 
through night and day and there 
i s a g rnat »dva n tape i n ach i e v i n g 
your aims as quickly as possible 
Forces may become harder to 
control through demoralisation, 
if the fighting goes on loo long. 
Doom dark will win if he eMmin 
ale* Morkin (for while the son of 
Luaor lives, there may Still be * 
hope f o r the Free — if you get my 



Saint} and crush the Citadel of 
ejorkith (it's hard enough to 
spell, let alone conquer). He will 
pursue his aims relentlessly Me 
fights well also, so it's a good 
thing Beyond have put in a Save 
game option 

Graphics aren't anything spe- 
cial compared to other i*dven- 
ture games, but then there's so 
much choice Personally, I find 
them worthwhile, considering 
the variety of game play. The 
redefined character set is beau 
tiful and adds a lot to the visual 
impact. The whote project wan 
very well thought out From the 



beginning Considering the 
whole thing is on a sinple cas- 
sette, it really is an epic No time 
is wasted trying to figure out 
commands because of the sin- 
gle key input and the presents 
tion and background are both 
remarkable rn their depth More 
conservative players may find 
them a little pretentious but that 
can hardly be considered a 
major factor. 

Lords of Midnight was a 
classic on other machines and 
I'm glad to say that the Amstrad 
version lives up to ett my wpec 
tenons. 



Atmosphere 91% 
Plot 95% 

Interaction 92% 
Instability 93% 
Value for money 90% 
Overall 93% 
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Incentive Software, 
£22.95 eass £24 95 disk 
Author: Sean E 




t seems Thai 
frying to get a 
finished copy of 
this utility for 

review* to rather 
like trying to get 
hold of a finiih- 
td At an ST, Last 
month, the copy I saw ww far 
from finished, but Incentive 
soon tied another copy winging 
its wonderful way to me. This 
was supposed to be complete 
apart from one or two aesthetic 
qualities. There was only a 
rough manual and no packaging 
so presentation has to be con- 
sidered purely in terms of the 
program itself, 



Once loaded, you ere presented 
with the obligatory main menu, 
from whence ell things come, 
The first department to look at is 
the graphics creator. This sec- 



tion has a menu of its own, 
beneath the graphics area 
Drawing is achieved with the 
cursor keys (there is no joystick 
option). In last months preview 
of (he game. I mistakenly *uqq 
esfed that the program utilised 
the high- res mode but This is not 
the case. Medium resolution 
four colour mode is the defauft 
setting for the graphics section 
and there is no way this can be 
altered. 

Rectangles and cHipses can be 
made with simple commands 
end can be as large as the 
graphics area itself, though they 
need not be held fully within the 
display area. The result is that 
smooth curves and blocked 
areas can be achieved on screen 
fairly easily. As you draw, the 
computer remembers each step. 
This allows you to seen through 
the various stages of your 
masterpiece, All these stages 



can Till the computer's memory 
[available for that picture) quite 
quickly so it is important to 
remove redundant stages of the 
drawing with the delete key or. 
an even more economic 
method, merge the picture into a 
new empty frame. This only 
usee three bytes \ Given time, 
the pictures may be as complex 
as you require 

when you have finished the 
actual drawing, it will probably 
be necessary to colour area* of 
the screen, To do this you select 
the fill option- Although Incen- 
tive had a proper fill command, 
it was decided that this took too 
much memory and time to ini 
Hate. Therefore the finished 
version has a slightly more 
primitive fill and as a result, the 
option may be needed more 



. v 




t 1 1>- 







■" " 






1 


A ** W M V. IfW**** 












PIC 



than once to fill some areas, This 
doesn't affect the final picture 
and., i n feet, a II o ws it to be drawn 
more quickly 

You can actually have ten 
colours on the screen at once by 
clever use of shading If the 
shade command is selected 
before frM, you are asked to 
supply Two colours. Then, when 
you press enter, a fine hatch - 
wort of the two colours will fill 
that irea. Incidentally, when you 
are selecting inks, you are also 
askftd for two colours If you 
want a solid ink r you ask for the 
same colour twice If you input 
two different colours, the ink wit! 
flash between the two. This can 
give some astounding effects it 
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used property. 

While GAC is running, there 
can only be up to 25K free 
memory so it is a Qood idea to 
save each picture as you draw it 
You can have up to ten thousand 
local ions though thts would 
doubtless require extensive disk 
access if you were to fill each 
one properly Its surprwnply 
easy to use this pert of the utility 
The freedom of modification 
allows the most inept artists 
(such es myself) to turn out 
reasonable pictures in a rel&ti 
vely short amount of time, 



No matter how pretty your 
adventure looks,, you're not 
going to go very far without a 
vocabulary This is the most 
crucial part of any adventure 
system More often than not. its 
also the most badly handled 
department Without doubt 
though, this is the strongest pan 
Q1GAC 

Most interpreters handle verb 
/noun, two word inpul Vocab- 
ularies may be I a ran but only the 
first tour letters of any worri are 
understood and word order 
must be precise. Some are more 
advanced and may locate key 
words in a sentence. So long as 
the actual command within the 
sentence com pi res with the 
limitations above, it is under 
Stood, GA'C is very different 
Vocabulary is split into three 
distinct areas; Nouns. Verbs and 
Adverbs, Each of these divisions 
can have up to 256 words, 
allowing for quite a substantial 
vocabulary The Adverbs 
section is an excellent addition 
to the standard combinations. It 
is actually rather arbitrarily 
labelled as you can use prepo- 
sitions as well. If you wani the 
word ft to be recognised as pari 
of a command, simply label 'if 



as noun 255 That way, the 
interpreter will assume the word 
refers to the last object 
mentioned. 

As usual you can have syno- 
nyms (as each word has to have 
a numeric value placed with it, 
two words with the same 
number will be considered to 
have the same mean ingj, Words 
are stored in alphabetical, rather 
than numerical order. This 
means that whilst synonyms 
become separated, actuary 
scanning the tables for particu- 
lar words becomes far easier. 
Consequently, editing speeds 
up dramatically Words are no 
longer restricted to the 'four 
letter' syndrome. You can make 
them as long or short as you like 
and the interpreter handles 
them admirably 

This intefprefter is also respon- 
sible for some pretty remarkable 
word handling. Full sentence,, 
mult i command actions are 
handled with no problem at all. 
And, Then and punctuation can 
separate different actions with 
no upper limit to the number of 
actions given m a single input. 
When I was playing a sample 
adventure, Ransom, the first 
act* on was a hweys 'Get th a lamp, 
lighl it then go west/ Far more 
complex commands could be 
implemented if necessary. 



L0CATWN DESCMPTKNtS 



As I mentioned earlier, there can 
be up to ten thousand of these 
(theoretically, at least) The 
reason for this is that a later 
version of CAC will have the 
Option to utilise extra memory 
from expansion units or the 
CFC6128 and have disk access 
capabilities Any adventure 
written on this version of the 
system will be compatible with 
the later versions. 

Room is not available for 
use The reason for this is that it 
exists as a kind of limbo for 
destroyed objects or those yet to 
be created Otherwise you sim- 
ply input the number of the 
room you wish to edit and write 
as much as you want (descrip- 
tions too large for the bottom 
part of the screen can be made 
to scroll without difficulty' 
When you construct a location 
description, you find words split 
over the aoge of the screen 
Don't bother trying to Tidy it up 
though, as formatting is done 
automatically when you run the 
finished adventure, 

After writing the description 
you have to explain the conn- 
ections to other rooms. Because 
of the wey this is handled, be 
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sure that all the verbs and 
abbreviations us#d in move- 
ment are already in the corned 
place The computer analyses 
individual inputs from you and if 
a verb used in the connections 
section dc»$ not yel exist else- 
where, it gets quite frustrated 
with you. You are forced to go 
and install the correct v oca by 
lary and then return to the 
description section afterwards 

MWMH AMD OBJECTS 

Message* are also very easy to 
use. Ira a flood idea to keep 
messages brief, as they have a 
tendency to eat up memory, but 
that is more of a general guide 
line than something peculiar to 
this program After selecting 
this section from th© main 
menu, you simply input the 
menage number required and 
proceed to edit or create it As 
usual with these utilities, there 
&t*2b5 messages Same default 
messages are sent as a file wfth 
the program. Then take up the 
top end' of the message section 
so they are Out of your way. You 
are still free to modify them or 
leave them out if you wish, The 
message presentation section 
follows the same procedure as 
other editing sections inG4Cso 
there should be no difficulty in 
handling it once vou get this far. 

Objects have starting loca- 
tions descriptions and weight. 
Weights may be added to incr- 
ease authenticity in the game. 
This is achieved by setting 
values, associated with the reH 
event object, to be added to a 
counter possessed by your 
character. The result is. the 
computer keeps a constant 
check on how much the char- 
acter is carrying and how much 
more he Can cope with, The 
latter value may also be made a 
variable by setting another 
counter up to keep track of 
Current strength, it serf affected 
by the various actions the char- 
acter undertakes during the 
course of the adventure- This 
way, carrying a lot of items 
doesn't necessarily resutt in an 
encumbered character. 

Other adventure writing fad!- 
Hies offer this kind of detail but 
GAC has everything laid oui so 
that the options available to the 
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designer are always clearly dis- 
played. Again, there may be up 
to 255 objects 
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Any utility of this nature needs 
some way to set conditions. 
These are the things which 
determine whether or not you 
can see, breathe and a variety of 
more subtle details, GAC uses 
three kinds of conditions, Nigh 
priority, Low priority and Local 
Local conditions deal with pecu - 
liarities encountered in particu- 
lar local ions requiring the resett- 
ing of flags or counters. They 
deal with whether important 
objects (and their effects I are in 
the vicinity. High priority cond- 
itions are those which the 
adventurer can do nothing 
about, If you walk into a vacuum 
without a spacesuit, you're 
dead No choice about that 

Low priority conditions are 
usually those affected by the 
player's input, ff you're sensible, 
enough to wear a spacesuit 
before you venture into cold 
vacuum, a low prionTy condition 
would set a flag lo tell the 
adventure not to "kill you while 
you were in vacuum. The local 
conditions determine whether 
the spacesuit exists or not. 
Simple 

There are 256 markers (flags), 
numbered to 255. This in itself 
makes GAC nearly ten times 
more powerful in Yiole keeping 1 



terms than any other utility on 
the market but lhat isn't all. 
There are another 128 counters, 
numbered from to 127 
Whereas in 7ft* Qurti. complex 
combinations of conditions 
could only be set with extremely 
convoluted use of flags, you 
now have more than your aver- 
age adventure designer would 
know what to do with! 

A good deal of simple logic 
and clever system vocabulary 
makes setting up the conditions 
(normally the most complex 
part of any adventure writing 
system) a doddle Like other 
systems, it's rather like working 
in compiled code but GAC uses a 
rather more sophisticated 'lang- 
uage' with the result that some- 
body with only the most vague 
ideas about how to write such 
details would pick up the 
method very quickly 

CflHCLUSION 

GAC is not perfect There are 
occasions when you wish to 
return to the main menu when 
BREAK appears briefly on the 
screen. Tne manual I had att- 
empted lo be friendly, but it in 
no way explained the full poten- 
tial of the system. In some areas 
it was hopelessly misleading. 
Even so, there are another three 
weeks before the release date 
and Incentive have assured me 
that everything will be cleared 
up before then. As far as they arp 



concerned, after a year m devel- 
opment, they would rather be a 
tittle late and have a near perfect 
product than rush at the lest 
minute and suffer a variety of 
annoying bugs 

Unfortunately, Though the 
current version is compatible 
with all models, disk or tape, 
there is no way to check how 
efficient the bank switching or 
disk access routines ere because 
they will not appear until later 
When Mnr eoifiM out. HI M 
you know. 

AD in all Graphic Adventure 
Creator is the most astounding 
program I've ever encountered 
on an eight bit machine Whilst 
not every body wants to wnie 
adventures, those who do will 
find there is no better value for 
money product Ofi the market. 
The neat simplicity and power of 
the commands coupled with the 
tiny 17K the program takes up. 
puts it far ahead of any com 
petitory I can't wart for the next 
version to arrive The use of 
extensive disk access with 
massive vocabulary, iyntax and 
graphics power provided ^re 
Irkety to leave ma short of a lot 
sleep Isn't that what adventu- 
ring is all about? 



As far as GACgoes, Atmosphere 
and Plot are up lo you. Here are 
the rest of the ratings 
Interaction MS 
testability 97% 
Value for money 34% 
Overall 98% 
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Kuma £3 9Scass 

espite the fact 
thai I suffer 
from aqua 

phobia, it was 
with some inter- 
est (hat I came 
to review Nartft 
Sea Buftim Ad- 
WflftfflL There 
were two reasons for this, First 
of all, I had never wen o Kg ma 
adventure before end oon&equ 
ently had no idea what to expect. 
Second ly h dreaming about own- 
ing vast amounts of money le 
One of my favourite pastimes. 

You play the captain of a salv- 
age tug called the 'Nsrwar end 
your mission is to recover some 
precious cargo lost while on the 
<lt feted H MS Bear heart All grip- 
ping stuff, you musl admit — but 
there's more No pood adven- 
ture is complete without its fair 
share of dangers and nasties 
and, true to all the best comput- 
erised cliches NSB has storms, 
unstable explosives and killer 
Whoopee! 
What else can you ask for? 
When the game loads you have 
the option of reading some reas- 
onably derailed in si ruction*. 
These give a fairly clear picture 
of what has to be done (well 
clearer than the graphics any- 
way, but we have yet to discuss 
these I However, they ere appal 
linglv written and the display is 
iust about the most amateurish 
I've ever come across. To be fair, 
there is one unusually consider- 
ate option at the end — asking 
me whether I wanted to read 
them again No thank you, Still, I 
suppose it's the thought thai 
counts 
The adventure has some of 



the aspects of more convention 
a I graphic adventures, such as 
those by Level 9. There is a 
graphic window in the top reft of 
the screen with various status 
notes displayed on the right. 
However on certain prompts, 
this changes to a full text scfMfi 
I'fuJI text meaning that there are 
no graphics — the screeo is still 
fairly sparser 

The first thing you need to do 
is equip your ship There's oxy 
pan. fu«r and steel plate HI fuel 
tor starters. Fortunately, Kuma 



supply a small hint sheet with- 
out which some of the stages Of 
the game (including the intro- 
duction) could leave you severe- 
ly unstuck This tells you how to 
equip yourself effectively for the 
expedition 

Once the game gets under 
way voti begin to wish you were 
back at port buying up stocks. 
At first this impression of sea- 
sickness rather impressed me as 
I thought it must be the atmos- 

Bhere thai was getting out of 
and. However, I soon realised 
that the reason for the rising 
feeling of nausea was far more 
subtle. It all came down to the 
game itself. Sure, there are inter 
estmg details like setting up the 
diving operations and I even 
found a bar of gold (no cheers, 
folks — it s nol that hard) Hut 
the main problem is that 
game holds no challenge at all. 
There are input difficulties as 



well This really isn't attempting 
to compete with infocom or 
Level 9 but the lack of ability to 
express what I wanted to do was 
more than somewhat annoying 
One of its better ideas is that you 
decide when the game is over 
and you judge your perform- 
ance accordingly Perhaps then, 
(he says, avoiding the tempt- 
ation to be cynical) as a begin- 
ner's flame, this wouldn't be a 
total failure but even than, it is 
likely to come up against eomp 
el rt ion from superior introduc- 
tory material such ors BTH Day's 
/ce Station Zero which I intend to 
review next month But that's 
another story,. 



Atmosphere 23% 
Plot 39% 
Interaction 42% 
Value for money 40% 
Overall 3S% 
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1 seems that this 
15 the season for 
adventure writ 
ing ut lilies I 
suppose I here s 
a degree of 

bgk behind 
this thinkrnfl, 
whai wrth the 
long cold nights looming nearer. 
And so CRL have presented us 
with a utility for writing graphic 
adventures complete with 
synchronised sound effect* tor 
only ten quid' Impressive? 

Well, what you get for your 
money is, a single cassette and a 
smell but well printed manual. 
T?ie cassette is crammed with 
materiel Apart from a samp le 
adventure, written with the util- 
ity (which seems (o be the norm 
nowadays), you gel three prog- 
rams that all add up to the com- 
plete package The first of these 
is the TEXTURE utility This 
handles the meat of the adven- 
ture. Messages, descriptions, 
objects, flags and other such 
fundamental ingredients Am 
deaf! with in this part of the 

Brog ram . There is also the 
EfflCTER program which 
handles the creation of graphics 
and sound effects For the adven- 
ture- Lastly, there is The CLQNEft 
program. Basically, this puts 
everything together. 

Most people would start off 
using a utility like this one by 
playing with the graphics, so I 
will too. Up to 250 pictures may 
be created with It It is possible 
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to define the graphics mode 
they an irawn in (includ- 

ing ha vi ray different modes for 
different pictures) and it is even 
possible to define Hie sUe and 
position of different graphic and 
text windows and employ the 
use of User Defined Graphics to 
create backgrou nds Th is means 
that with time and a tittle imeflin- 
a lion, any adventure created 
with Genesis couid look tolailv 
original and avoid falling into 
the trap of appearing to be 
formula produced. How many 
colours are usable depends on 
the graphics mode selected for 
that window Several interesting 
graphic functions for defining 
hoses, circles, curves etc. are 
provided but the actual editing 
features are a little obscure and 
unwieldy- The solidity of the 
graphic areas themselves is also 
Shoddy Windows looking badly 
drawn and predefined functions 
were inefficiently implemented 
Creating sound effects takes 
the form 'of setting up wave 
form, frequency end note sequ- 
ence for each graphic area This 
is reasonably presented hui 
inexplicably scattered across 
different menus, making the 
association of various parts of 
the sound creation process 
rather tenuous Notes 0e written 
ones) become very necessary, 
very quickly, A sample one- 
octave keyboard is used to 
create the final tune. All three 
voice* can be used and again, 
editing features are well design 
ed, including a test playback 



feature tot various parts of the 
soundtrack. 

The TEXTURE part of the 
program is by far the hardest to 
use of any adventure writer Pve 
ever come across The menu 
opt ions are badly laid oat (rn fad 
one of the worst aspects of this 
program is the menus — too 
many of them, too badly laid 
out} The mpui of textual infor- 
mation is handled on an eighty 
column screen, which is good 
but much of ihe status and act- 
ion checking employs the use of 
some very unfriendly code 
which is almost impossible to 
read easily on such a display, 

There's nothing incredibly 
new, thought provoking or 
innovative about the way this 
part of the program has been 
designed. Its a case of very care 
ful manual reference before you 
can do anything, That leads to 
problems in itself, as the manual 
is unfriendly in terms of explan- 
ation and example. h*s not 
CRL have neglected to explain 
how things work. It's just thai 
most of the explanations are un- 
tn.ly and convoluted, This runs 
the risk of leaving the first time 
designer tola Fly confused about 
hOW tO Create his masterpiece. 
This is unfortunate because 

texture it realty about m 

powerful as The Owr// in most 
respects but taking advantage of 
the program's power requires a 
great deaf ofpatience on the pari 
of the user, The manual employs 
some s*oppy symbolism isuch 
as the over-use of the J ft' a*gn for 



just about everything} and for no 
apparent reason 

The CLONE R program puts 
the relevant bits of your advmv 
tyre togethei end him them 
into a usabte game, I could see 
no reason at all for having to 
work within such a clumsy sys- 
tem and found the transfer of 
different data files annoying 
after a while Maybe the whole 
thing would have been better ors « 
disk, but alas, this was not the; 
case. Even the sample adven- 
ture supplied with Genests has! 
to be constructed using the 
CLGNER program. This wilt 
deter a lot of potential users 
because of the messing around 
involved. 

For the price, CRL have come 
up with a program capable of 
producing original looking 
adventures with a reasonable 
degree of user interface capabil- 
ity However, the cryptic nature 
of almost every aspect of prog 
ramming such en adventure 
mean many people give up be- 
fore coming to grips with it It's 
good to see such a utility so 
reasonably priced — but thta 
one would be most unlikely to 
succeed if it were any more 
expensive. 

As with GAC. the atmosphere 
and plot are up to you and this 
leaves 



Interaction 61% 
Value for money 77% 

Overall 65% 
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The Graphic Advenlura 

Crettor (GAC 1 1or tut Amitrad 
CPC range ol compuiert hat been *jjee ideally 
developed to enable TQU Its produce fast compact adventure gamti wilh 
me mm i mum of ill art and the minimum of crutrvity 

COMPREHENSIVE INTELLIGENT COMMAND INTERPRETER 
Kindiinq compln senicncts tnd mulliple command lines, the user is jmt 
reiLrfEied (unlike oihersi to ? word input It dttechom it alto included 






£ MAKE MONEY f I 

We are urgently looking for atmospheric, 
original, humorous and imaginative graphic 
adventures written with GAC with a view to 
publishing your adventures for you. 
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The GripMc Adventure Creator lor ifte Amiirad CPC Compidir 

it complete with in informative and I Mend I y manual, iht Quick ttari 

file and a tree esc am pie adventure Advmmani 

GAC retails at £22 95 on cassette and £24 1 S on disc tnd it 

a variable Irom leading multiple and independent retailer* or by our 

till mail order lervice Hit class posi Fr«j 
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EXTENSIVE TEXT COMPRESSION 

This i I fowl you lo creiie lir more detailed tnd more numcrout location 
descriptions Id improve the payability ol your adventures With i lull 
lunette editor, GAC leilurti automatic word lornutting, t logical 
:csmm*nd interpreter and ibbriviiltd Inpul acceptance GAC will 
recognise and distinguish ANY word eg Hiver/Rivel Screw/ Screen 
Trait/ Treuwrt etc etc 

Hi Advtniuret coated using GAC wit) run totally in depend em It on 
any Amur id computer without ihe need Mr GAC to be present in 
memory 

GAC incorporates the Lentlok tyttom 
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£22 95aCa&5eUe 
£24 95DOiSC 

* enclose eheque/PO for £ or please debit 

my creditf" 
card No 
Name' Address 



! 



f — I — I — T — T — T — f — I — T — T 

1 1 1 1 1 1 1 L 1 



Ttkf + ir* « ■ ■ 



■ - - - - - 



■ ■ - 



INCENTIVE SOFTWARE LT0.54 LONDON ST.REAOINGRfiMSQ 
Telephone Credit Card Orders Ring: 10734) 591678 



Adventure International brings you 

THE ULTIMATE IN GRAPHIC ADVENTURES 
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Firebird, £3.50, cass 
Author: S Ahmed 



la the wake of Ultimate s popu 
Lsr Knight lore and Alien 8, 
Rrebird f have launched the flag 
ship of (he Sirversoft fleet, 
Chimera. You, being a highly 
Qualified astronaut, have been 
sent into space to explore a UFO 
recently detected from Earth, 
You soon find thai this is hardly 
what anyone could have expec- 
ted as it bear * the most remark- 
able resemblance to a ghost 
ship 

There is no apparent reason 
ing behind this el ran identity 
crisis and so you continue to 
■■tigale r undeterred. You 
find yourself in a forced pers- 
pective spaceship not unlike the 
one pa at Ultimate efforts, Vou 
even move like a robot. 

The plol is straightforward 
from her o on in, You have to go 
about the ship using a mixture of 
stealth and lateral thought to 
enable the cracking of some 
problems The aim is to set up a 
number of missiles and arm 
them, In order to destroy the 
satellite for whatever it really i&l 
You have lo keep up your supp 
lies of food and water, otherwise 
youll meet your metaphorical 
maker much sooner than you'd 




At the bottom of the 
are display* to show how much 
food and water you currently 
have; what object you are carry - 
ing am! heartbeat readout. 
Water depletes more rapidly 
when you re near to a radiator 
(of which there are several \ 

ThDfo are no wandering bad- 
dies to shorten your life but 
there are things like electric 
fences which suffice for the 
purpose of ending the game. 
Many of the items required to 
m the game Eand others) are 
hidden from your view to the 
screen Jayout. so it's best to 
have a good wander around, 
Once the missiles are all armed 
and ready, you have to get back 
to a particular room near to the 
:mg tocehqn, SO you can 
make you f escape 
Corrtrol keys: CURSOR KEYS 
(four directional movement h 
SPACE Ipick up/use) or 
DEFINABLE 

CRITICISM 



Chimera bears an unfort- 
unate resemblance to the 
U hi mate games based on 
ID techniques In fact ft* i almost 
visually identical in parts Some 
of the 3D is ever so slightly out 
of perspective but not enough 
to notice unless closely exami- 
ning the screen. Movement is 



easy to get the hang 
works well 

Despite resemblances, this 
game has quite a bit of origin 
flirty going for rt, once vou get 
into the p*Qt Considering the 
money 1 think its a very good 
game Indeed Its no! as massive 
as some other graphic adven 
lures hut the pu/zles should 
keep you occupied for quite a 
while 



3 



I'm afraid to tee I wasn't 
massively keen on the 
arm* Jt was too similar to 



gan 



those I ve played before and not 



renlly as good, The puzzles are a 
bit too obscure for my liking 
That's not to say I found them 
too difficult, on the contrary; 
they were rather easy once I was 
in the right frame of mind ft* s 
just That they seemed a bit too 
silly for my tastes To be fair 
though, (his game does offer 
quite an entertaining diversion 
and for the prrce. it's almost 
unbeatable. This quality of gra- 
phics would be a welcome sight 
on many a more expensive 
game. For those who haven't 
hi rite red anything quite like 
this before, it's a good buy 




The graphics tn this fame 
are very pretty indeed, 
despite bemg highly dart 
vattve, the inspiration almost 
certainty coming from Uth 
mate's Alien 8, The actual game 
itself is of the ftnd one abject to 
enable you to get another object 
so you o*n then etc elt ' type 
initially the solutions amm 
obscure and need gone a bit of 
lateral thinking, though once 
you get into % the prog- 
mer's thinking becomes a hit 
clearer 

The whole game struck me as 
unremarkable though it should 
provide some enjoyment espe- 
cially considermg the price 



> Presentation €9% 
Dispf eying the ASCII values of 
redrfined characters on the mam 
menu , wasn't ihv f r rend! »est way 
to deal with the problem. 

Graphics fl1% 

Smooth and high res but 
inevitably lacking in colour as a 
consequence 

Sound 76% 

Good music and interesting 
m-m i nd effects twhefi they occur). 

Piayabilfty 75% 

Easy to get going but far harder 

to actually solve the problems 

Addictive qualities 84% 

*s quite a bit to do in this 
game and it will take some 
working out 

Value for money 94% 

At the price this has to be a 

bergi 

Overall 86% 

Though not the most ongi rm 
game released th.s ye. 

utstain* interest and (best 
of a MJ 15 wall programmed 
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TRAFFIC 

Amsoft. C8 95 coss 






&mnL 




The game presents you wvtfi an 
overhead view of a layout of June* 
tions Using a ciinor you have to lake 
control of the traffic rights end mass 
sure no jams burtd up. The game 
comes eofitptete with ths eppropnat e 
noisse mdh ** honing horns whan* 
iam ri allowed lo build up If you lei 
the traffic ferns gat uoo big then the 
game ends. 

Tratfft is a garno where decisions 
neve to made aucfcly torture 1o do so 
mew long traffic (aim ImtiaJ exdte- 
ment flans with (he I iniii tribes of ifc# 
testa. The graphics are IrmHed with 
cots ficirassntsd by siffipke whits 
rectangles, A game wrtti a novel idee 
behind it bin unfortunately it soon 
becomes very boring. 

OvfrsH AMTIXI ratine: 32% 



ERBERT 

Microbyte* f 5 95 c ass 



fr&err. as ihe name suggest!, ei'Q 
Bert' variant You control a chsrecfwr 
With e long nose who |umps around a 
3D block of cubes changing their 
colour as he goes On the first sheet 
you only nave to change the colon r of 
trie blocks once but on later screens 
you have to rump on the cubes more 
that once to eat the* colour n-ght 

I Hopping off the edge of ttie construct 
is ratal, Also hoping about on the 
cubes with you are other creature* 
that kill if they land on a square you 
Mtn occupying. You can avoid iheae 
nasties by jurnpmy onto a transporter 
disc (this takes you to the tog of the 
Cuba construction I. mors often than 
not they try to follow you end end up 
plunging over the edge to their death 

Hardly an original game but quit*. S 
playsble one The graphics are ooF- 
oorrul but tend to be lei down by their 
flEcfcsf . If you lila arcade games than 
one is for you I ft s very playable 
end can prove addictive once you 
hove got the hang of jumping bet- 
ween Btocks. 

Ovarail AMTIX! rating: 69% 
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BA TTLE FOR MIOWA Y 

PS$ r f9 95coss 



T eking the World War II naval and air 
battle oa rta basts. Tfwt 8*ttf* for 
Midway has you re-enacting the 
famous fight and perhaps altering the 
unqmal outcome. This gems *s al- 
most purely a strategy game. Vou 
control a certain amount of units and 
so do the Japanese The only or oo- 
bm with ihe game is that the enemy 
tend to be » bit predictable and thus 
allow for easy virrtorias. 

It is a shame that SartVe for Mttfwgy 
suffers from average graphic! and 
poor sound aa do a lot of strategy 
games There is atso a rather odd 
inclusion of an arcade 
which is likely to upset 
puf fsiSj and whn;h m itseii isn'i very 
Brilliant It is almost certain tKet if the 
look of the game was improved then 
mora people would enjoy it As strai 
egies go this is a reasonable one mat 
wilt appear to the novice 

Overall AMTIX! rating: 57% 



SHORT'S FUSE 

Firebird. €2 50 cass 






SHORTS FUSE 




i?S\ 



rrtr^cSfrSGl 



The game starts at the Taj Mahal 
where you mult collect bomb deton- 
ator* before a bomb goes off. You 
have nine seconds in which you mutt 
get each detonator Should you fail lo 
get a detonator within the lime limit 
then the bomb explodes and vou lose ' 
elite 

On completing the first screen you 
progress to the nail one and a d<f 
ferenl famous backdrop There eta 
fivn screens to defuee though and | 
each one gets progressively harder 
This appeared m a slightly different 
form on the Spectrum over a year 

X under the programmer's own 

Initially ShorfM fusm \% very frus- 
trating but once you gal used io 
playing a! high tpseos it becomes 
reasonably addictive The backdrop* 
are pretty to loo* at but other than 
that the graphics are plain and un< 
■sting As budget software goes 
tnn 11 a nice game but not really 
worth recommending 

Overall AMTIX! rating 47% 



qTTTTTT 
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TRIVIA UK 



Anirog, £8,95 cass 



Tftvt$t Pursuits is the most suc- 
cessful board game to have 
appeared this decade, so it is 
only natural that such a popular 
pastime should incite a plethora 
of carbon copy games. Anirog's 
Tnvui UK is the first computer- 
ised version of this type to be 
released on the Amstrad. 

Most of these games feni : 
be similar to the original money 
spinner, but some details have 
to be altered to avoid c 
infringement. It is possible that 
Trivti UK is a licensed version of 
the game that started Ft all but 
there is no confirmation of this 
on the package. This is a little 
!he game itself rs a 
pretty Close copy of Trrvwi 
Purparts. 

For those of you unfamiliar 
with that game, the general idea 
is that you move a playing piece 
across a board that is divided 
into ty of squares, each 

representing one of six areas of 
general knowledge. On landing 
on a square, you have to answer 
a question {picked randomly 
from a large bo* of cards) from 
the corresponding area of know- 
ledge These areas are History. 
Geography, Enten a i n mem 

Sports & Leisure. Art & Liter- 
ature lf»d Science & Nature. If 
you answer the question inter 
rectly, play moves to the next 
player, You get another move 
each time you answer correctly 
however. Sometimes- you lend 
i square thai say » r ftoll 
again' and you do just that. At 
certain points on the board there 
are six highlighted squares 
representing the different si 
acts. If you answer a question 
correctly on one of these 
squares, you get an appr i 
ly coloured 'segment/ thai 
slotted into your playing piece. 
When all six of the different seg- 
ments have been collected, you 
have won. The tbriplteft) 
rules is intended so that all the 



tun comes from the obscure 
questions and their often hilar^ 

lOUSSOJUtlOi 

T h a c i 3ame cornea as 

a two cassette file in four parti, 
so then? aw? an awful lot of ques 
lions there. The game iisell may 
be player j with lietweon two and 
four people but there 15 NO 
smgle player option The board, 
unlike the original,, is a rectangle 
without spokes This takes up 
most of the screen display with a 
lower information window 
whore questions and Itieif sol- 
utions appear, rtice rolls are 
made {for board movement] and 
Other miscellaneous informat- 
ion may be accessed When a 
turn is taken, a series of die 
throws ate shown and then the 
player is shown ihe squares 
clockwise or anticlockwise to 
where the piece may move. 
Using the keyboard 10 select the 
chosen colour of the square, the 
piece then moves and unless the 
square is grey {roll again), n - 
event question appears in the 
window. Vou are supposed to 
guess aloud for the benefit of the 
other players, and press fire for 
the answer. H you were correct, 
pressing fire again a I lows you to 
nave another go. The col lei I 
of "segments" on the important 
squares is shown intfW cenire of 

thoboan 



CRITICISM 



4A The original board gam* 
k|a fa successful because rt 
-" 1 makes for a social affair. 
and the way I've played it, per- 
sons picking out the questions 
CAtt also see the answers and 
then offer dues, which in them- 
selves add to the flavour of the 
event Trntra UK is one of those 
computer games that may 
appeal to people who like the 
original on which rt's based, but 
it's also one of those games 
where the programmers have 
settled for a very basic graphic 







representation without any of 
ths friHs which he°tp you to enjoy 
it The result is an ugly looking 
board that I found quite confut- 
ing It also take* an age to 
load . i , 

There's nothing quite like 
playing Trtytal PurswtS 
after vou've had a few 
Well, thai 5 one of the 
you'll miss wiih tNf$ vers- 
ion, mere are other things you'll 
miss as well, like atmosphere 
anrj the sense of competition 
{and even roiling the dieMf your 
over-riding love is just tor 
games, then this will certainly 
grve you something lo chew nn 
As usual wrth this kind Of thing, \i 
loses out to the original in the 
long run 




PAWS 



O ** ie matn problem wtrti 
frflt nuftf-ptayer dependent 
\J!!zA games, ts that it's so hard 
fte everyone wanting to 
spend^mo&t of the evening star 
mff at a monitor screen, v. 
the board ts far mora attractive 
and comfortable, The game 
/oses at* tts abstract qualities 
when put on the comp 
There's one good tr 
tfyou^re one of the mifttons who 
has bean iet down by the facto of 
new questions for the orttj 
thts is a ret&frv&fy cheap way of 
Supply tth 



Artie, £7.95, cass 

If you fancy being catty, or 
simply feline then Paws is just a 
game that may interest you. A 
rather nasty situation ha? deveh 
oped — Bull Dog Billy and his 
bunch of Bully Boys have taken a 
slight disliking to you to say the 
least and are out to get you. 

You see, something rather 
horrible has happened. Usually 
you and youf moggy friends are 
protected from these canine 
cads by the cetopiaitic energy' 
generated from the presence of 
all the cats and kittens in the 
district But I (there's always a 
but) the kittens have strayed and 
the lifesaving energy has been 

depleted 

Naturally (since you're play- 
ing the game) it's up to you to go 
out and find the Strays and bring 
them back safely so all the puss- 
ies can Jive happily ever after If 
you don't then you and your clan 
are m trouble 

The game is set around a city 



Presentation 70% 

Decent packaging and layout 



Graphics 39% 

They have to be fairly simple for 
this kind of game, but thai 

i die could have been done 
beM 



Sound 20% 

Beep, if you get my meaning 

Payability 64% 

Easy to get gojng, but proves 

more difficult with more players, 

Addictive qualities 61 % 

Actually. likely to make 

you go and buy the original 

Value for money 67% 

Provides a good way of 
supplying extra quest ions tor 
the original game. 

Overall 62% 

Not bad, but unless you couple it 
with Trivi&tPursutrs, you'll miss 
out 



and its suburbs and rubbish lips 
which VS presented as a pi an 
view Sabre Wuff atyte. ft alto 
works in the same way as Sabre 
WtiJf where the screen flicks as 
you move from One to the other 
rather than scrolls with you The 
game has many screens and 
these all add up to make a very 
large map. 

As yau winder around; you 
encounter many of the Bulty 
Gang (who all look suspiciously 
like sausage dogs). When you 
do so you have a choke — either 
sling one of your hicjhly deadly 
fur balls at them (this results m 
i hem exploding?*?} or you can 
stand and fight. The disadvant- 
age is that j>aw to paw combat 
tends to cost a lol in energy. 

This energy is presented on 
screen aa two separate numbers 
— strength and stamina, both 
totals constantly licking down 
during the game, although they 
can be replenished by running 
Over the many objects littered 
around the mare. As you delve 
furl her and further into the 




HUNTER KILLER 

Artisoft. £895 cuss 



Ihls is simulation n set inside ■ 
submarine on a seek and destroy 
mission, you patrol an area of the 
North Sea off ttie German coast and 
your task is to seek out and destroy 
any German submarines Using the 
periscope you have to pet the enemy 
tub in sight and pink it using torpe- 
TWs b no easy task and requ- 



ires suite a bit of practice to become 
com patent As well as the difficulty of 
actually oontrofting the tub. you are 
kn constant threat from other such 
nteetle* as coastal mines, depth 
charges and destroyers and aircraft. 

Htmtef Krffof is a very frantic game 
and has you constantly flicking 
through several screens to examine 
the various gauges. The graphics and 
sound tend 10 let it down a tut as does 
the initial frustration of <o*aiidBiig 
the Hunter KiHer submarine, whreh 
proves to be every bit as finicky aa an 
or, Quite a good game lor 51m 
ulatien addicts but ii is difficult to get 
the hang 

Overall AMT1X! rating: 5S% 



AMERICAN 
FOOTBALL 

Amsoft, £8 95 cess 



The Sped rum version of American 
fooihsit was considered to be Quit* a 
good representation of the famous 
arnencan sport and luckily itactiftver 
slon la the Amstrad is reasonable 
The aim of the game is to get the bail 
into your opponents 'enebpne" and 
score a touch down Your team is 
spin mio two distinct units, the 
attackers and the defence Depend 
mg on whet position a man plays 
dale ■ mines the types of moves thai 
he can make 

Th.* aama win meanly appeal «u 
fans of American Football who enjoy 
thl e soteric strategies of the real 
sport because the game rallies on 
developing wit using good tactics, 
Sadly tha graphics and sound are 
rather poor though adequate lo the 
task Overall n is a good strategy but ft 
may prove too stow moving lor arc- 

Overall AMTIX* rating: 05% 



too much effort you should be able to 
bean the computer One of its novel 
features ts the ability to sal your sua 
level arid time tvmrt, which allows for 
quick games The sound istaebie and 
the graphics could have bean Impr- 
oved upon by several margins 

Overall AMTrX ' rating 46% 



ROLAND ON 
THE RUN 

Amsoft. £8. 95 arts 



Roland and some males are trying to 
eecane from Amsoft. Hidden in a train 
you have to get rum and up lo 2S4 
Dinars off the tram and into me safety 
of a Sorry mat lakes them lo their 
Hideouts Tha only problem is that 
tfiey have to jump from the nam into 
the lorry end this can prove difficult 
Aa the tram roars down tha track you 
can control its speed tn match mat of 
a man m 



JOHNNY REB 

loth/often. £6.95 cass 



This game was originally brought out 
on the Spectrum qu He some time ago 
and rt was considered to be a reas- 
onable strata^ y ga me i n its 1 1 me The 
Amstrad version ** also reasonable 
but very dated The action la sat 
during me American Civil War end 
you can choose to be eMIier the 
Confederates or the Union. WhWl^ 
ever, your task r* to capture me en- 
emy's flag. The game Is played on a 
gridded map of me surrounding 
terrain end your fortes are repres- 
ented by cannon, horses and foot 
soldiers depending on the function of 
that unit 

Johnny Bab m a oemcutarry good 
game if you are a novice strategist 
because rt** easy to play and without 



flashes you must jump him onto the 
lorry Effectively you have 2S§ and 
onetskwtforeacnmisfun^ 




is only one screen 
game looks pretty dull and 
becomes boring Graphics are 
onjabto bul the sound is tei 
Hardly WOrSh fB 96 

Overall A MTtX* rating 19% 



SPECIAL 
OPERATIONS 

Lothtorien, £695 ass 



it is almost the end of World We* If 
and you have been given a squad of 
lour troops vrrth which you must 
a base In enemy territory 



containing a dee cP y new weapon. 
Your first option is to decide whfceh 
mission you are to take The easier 
ones hav^ you entering the base and 
taking photographs while tot Ale 
harder tasks you have to discover the 
secrets of the new weapon. P a to is 
you atari you must select the team 
and the particular talents that they 



The graphtes and sound used in 
Spec*** Ops are abysmal but Pin 
aside the game can be an^oyabia tor a 
$hon while A bitbekM average bul it 
may some specialist appeal 



Ovsrrall AMTIX I rating : 4S% 
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¥ou have to coftstnid » building m 
the North Sea that cm withstand 
anything that The weather may throw 
at it You only have A helicopter lo do 
th.* TH* idea 19 to bring bfoi 
the main&sruf end drop them 
started bulking lest they drop into 
fhe see Every now and than a llght- 
house flashes to inform you of appf - 
oachinq storma. These ttof mi can do 
a lot of damage to your tarkting to 
you have to wort fr antfca% 

Gameptey in CffStrophn is pretty 
hmited . very reparative and utttmat 
efy rather empty, though rt may 
appeal to younger santn, Hie g ra- 
phtta are reaacnabia as ra the sound 
but always r^rforming the tame 
teals males it very dull after e white 



Overall AMtlX! rating 44% 



imetion at the itart of the game 
you roil a barrel tnitiaMyehjngemeit 
Boon becomes boring becauaa of the 
l4»ck of variation in the theme, alth- 
ough a aurpf tiing amount of a* 
required to complete tome of the 



Over all AMTIX! rating: 32% 



3D Time TREK 



Antrog, £6.95 t&ss 



3D Tirntf Trmk *s baaed on 

Trek «maa> trae the ri 

Attack. Excepi this one 

hat 3D graphics. The idea behind the 

same i* to defand an B m B galaxy 

From marauding aliens Once you 




have warped lo e sector 'KwneWflg 
an enemy you have lo fight n out am 
t ry to destroy Hie alien craft with your 

tBSftfl, 

This type of game bs extremely 
dated now and provides vary little 
enjoyment. 3D Tim* Tr** h as nothing 

new to add to the oki lo rm u I a and you 
would probably be better off with 

when ere Tar mora advanced- The 
graphics and sound are terrible, this 
coupled With boring game play 
means that interest is tear very 
quietly 



AMT1X! rating 19% 



Tea mg piece In randomly scrolling 
Striae of man 



mam you control a happy 
Irtfle character called Zippy Zippy 
likes eetJnp graaa but doesn't much 
eefoy getting spiked or oerng forced 
mto water What ma&es Spt*:* orig- 
inal it that the erigea of the screen 
scroll and eventually may trap and 
splat Zippy if you gel him mta a dead 
and it the wrong moment, Ealing 
graaa help* get you to the ne#t level. 
For such a simple game idea and 
with its simplistic graphics and 
sound, Splmt ie delightfully addictive 
Totally original and very playable it 
mates lev en enJoyaWe game that 
isn't too 



Overall AMTrX 1 rating: 7S% 



GATECRASHER 



AmsoH, €8,95 CASS 



M lha top of the «reen la the char* 
act ar that you control. You must drop 
barrels through i mats of galea to 
land m the botes M the bottom You 
musJud^ewrwearidwhimfOEirDpa 
barrel to that ri doesn't roll off me 
edge of the screen 

G *sph km and sound era a bit below 
average but Ihere la tome nicean 
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X ANAGRAMS 

Amsott. F8.S5e.asi 



This is a port of cross 
'Hangman' and a crosew 
have lo guess words In the c 
by q mailing them one letter 
In each crossword layout i 
maximum of five wortf* 
of the screen there afar the tetters that 
appear m each word You then place 
me tetter* where you think met they 
should appear. Point* are scored for 



jump jet 

Arnrog,£9,95cass 



Controlling a Jump Jet on board a 
navel earner, rt is your mission to 
and destroy enemy craft before 
they destroy you There are two mam 
screena involved, one from inside ihe 
COCkpil wtlh your instruments poai- 
tiorwf beiow the heritor*, and ano- 
ther at the atari of the game which 
shows the Jump Jet from above on 
the arc rah tamer- Once oh rhe 
carder the view switches to display 
tho horizon If an enemy craft appears 
on your radar then you must tafc on 
to rt and ehoot it down with a materia 
very quietly 

For a ifmuletion the graphic* on 
this g^ama are quit* good a* is me 
sound but there ■& stilt plenty of room 
for impnjwsjrnenf. Jrvtia^y Jump Jpf n 
frustrating but with a brt a 
and slrJH it tan become rea 

Overall AMTTX! rating - §1 % 



YOU 

word 
bme. 
i is a 
rtaM 



tMacing letters In the fight i 

Xjtntgrmrit appeal Is in the work- 
ing out of anagrams If you don t then 
rt becomes extremely bo* mg ( 
htes and sound ere severely limired 
and there is no reel lasting eppt 

Overall AMTrX! rating; 17% 
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gam€ those objects becorr>rj 
rarer and rarer making paw -to 
paw combat very risky, since if 
either your strength or stamina 
reaches zero you lose one of 
your nine lives. 

To give you a (ittta help during 
the game, the map provides the 
locations of all the dogs, your 
Home (where you have to take 
the kittens), the kittens and your 
current position 

If you happen to die whilst 
transporting a kitten heme then 
you lose him/her and have to go 
and get it again. During the 
g^ me a 'K9 iev^r hmer is const 
dntly ticking. The higher this 
gets, the more dogs you ene 
ounter. Consequently you've 
really got to shift rf you're to get 
anywhere before the dogs pick 
together and real I v come after 
you. 

There are five different levels 
from which to select er the beg 
inning of a game to make life 
more entertaining, especially if 
you've already solved it on a 
lowrtr level. 

Control keys: 0/A up/down; P/ 
Q Left/right; Space to fire 

CRITICISM 



I -a When I first played this I 
>la was amazed I played 
- J for what seemed like 
hours without losing a Irfe My 
score was huge and I would 
havft kept on playing If it hadn't 
been for an interruption from a 
phone call (when I came hack a 
certain SM as terscin had switch' 
ad it off) It was just like playing 
one of the three arcade mach- 
ines I own The game is diabolic 
ally easy and the graphics, 
animation and sound are really 
abysmal, even lor an Amstrad 
The colours used ware amazing- 
ly eye wrenching — more like 
the sort of thing might find in a 
pool outside a puh late on Sat- 
urday night If you like r pally 
simple, slow and pretty dull 
maze games then rush out now 
and purchase this, otherwise 
give something else a whirl 

aTl M u rtdene t$ the word I'm 
fi| tempted to use lo deae- 
91 ribe this misguided piece 



of waffle, but it doesn't really do 
lustier* to the catatonic state in- 
duced by playing the game for 
more then a few minutes The 
sprites don't flicker — $nd the 
screens change rarrly quick ry 
That's about all that can be said 
to compliment it Prehistoric 
drive] might alao axpreaa some- 
thing of the sense of disappoint- 
ment and disgust at this out^ 
dated farce, Poor animation and 
design could almost be forgiv 
a ble if t he game itself were in the 
lea si bit enjoyable to play But 
sadly, nothing could be further 
then the truth. Forget H 

rj^j Fve/yftody mrfw m& 
^< fc /**#* aturf rrHry I iugamt 
|^3 &*** Paws is one of them 
r hv game belongs jom «* 
whnrw etse. Perhaps as p&rt of* 
development tde* from two 
years ego. The sprites st* very 
poorly drewn end enimeted. The 
colour scheme should reetfy 
come with en NHS wernmg 
Untorfffvxhii? tn fts incompet- 
ence, the geme should realty be 
forgotten by everybody, tnckitt- 
tnq Arifc who have been rvspon 
5'o/e for fer better m the pest. 



Presentation 52% 

Average- ish presentation wth 
reasonable level select 

Graphics 35% 
Slow, gaudy end homblo 

Sound 20% 

Did somebody say something? 

Ptayabilftv41% 

Easy to play and SL O W 

Addictive qualities 53% 

Oddly addict fve to play because 
of simplicity, but therefore the 
game swiftly peMs 

Value for money 39% 
A slow, well below average 
game. 

Overall 20% 

Mot vary awe- inspiring. 
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ST PART OF THE EPIC SPACE ACTION 
ADVENTURE TRILOGY - THE SIEGE OF EARTH 



r 



<4HIMT£\Ar. 



SPECTRUM 48K 
AMSTRAD 464 

£9.95 



GARGOYLE GAMES LTO.. 74 KING STREET. DUDLEY, WEST MIDLANDS DY2 8QB 
Telephone: (Sales) 0384 238777 (General! 0384 237222 
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GAMES 
HWDE-Xd 




ADMIRAL GRAFSPEE 

A msaft, €8 95 cass 



In charge of the famous German 
tMiHeshrp it is your minion to jour- 
ney wound the South Atlantic linking 
a* many of the enemy ship* « pos 
SJO*e Being a semi -strategy oeme 
there are two mjm screens the map 
screen on which the enemy vessels 
em deptcted end a close up screen of 
your *h ip On rhn screen you •ngeoe 
the enemy m battle 

To link the enemy ships you hem 
guns and lorpedos but only e limited 
supply of ammo Thu pen of the 
game n quite taring especially « 
you can't dodge the enemy's fite 
power , The game ends either when 
you ire sunk o< if you fail to rend 
ezvous wrth the supply ship fore new 
supply of ammunition 

The grannie* end sound on this 
wm were poor on the original 
Spectrum version and ttirs lad of 
qualify rvmjms On the ^holfl ihe 
game it quite bonna. atrhough it may 
Rev* some limited appeal lo 



Overall AMTIX ! rating: 31 % 



ALEXMIGGINS' 
WORLD SNOOKER 

Amsoft.f8 95 



This fnoolier game n played like 
almost ell me other snooker games 
and their variants You move a cursor 
around the screen end position n 
where you wi*h the ball to go On this 




HIGGINS- 
WORLD SNOOKER 



f **v 



version you have ihe choice of how 
many red taalli you would like on the 
table Mormal snoofcer rule* apply 
encepi the free toeM when snookered 
oft etoul shot 

4ie* H^fj-nj' Snooker is not an 
over pmpresstve game. The graphics 
of the bells are poor and they move 
very Jerkily Generally a reasonable 
snoot** game but Srevw Qmws' 
Snooker prasents much better value 
for money 



CUBIT 

Amsoft, £895 CMS 




Cvntt is a tori or 10 noughts and 
cross on a 4 jc 4 cube where you have 
to get a row of 4 pieces before your 
opponent does, You have the option 
of playing the computer or a nother 
Opp o nent 

The graphics aren't too good but 
the game is quite enioyetrie and the 
two p4*yer option allows for iome 
ySGHHJ matches between friends, The 
gam* Idea ta quite worn now but 
offers a reasonable game to the 
spatial puttier, although it is a tort 
over priced *or what Irttle you get 

Overall AMTIX' rating 37% 



ROLAND GOES 
SQUARE BASHING 

A msott, £8. 95 cwtf 



You have to guide Roland around a 
wfl of 3D mare erodrng h+ocki as he 
goes until there ana, no blocks left 
Altogether there ere OT levels of 
blocks which get progressively har- 
der with each new revet. 

The game tabes quite a long time to 
■romplete and rs reasonably eddictpve 
for a while. The graphics are quite 
oood but the 3D doesn't finite wort 
Overall its e poor game without any 
res* letting appeal E 

Overall AMTIX I rating 21% 



MASTERCHESS 

Amsofc £8.95 cass 



This is a pretty oog standard chess 
game with few innovative Ideas 
implemented You can choose from 
one of ten skill levels, redefine the 
colour of the board and set up prob- 
lems for the computer to so! ve 

Recently with me release of Cymsft 
chess trus type of game has taken a 
leap forward on the Amstred, White 
the computer plays a reasonable 
game the presentation is poor with 
the program providing very primitive 
graphics, There ere now better 
games around 



Overall AMTlXf rating: 41% Overall AWT1X! rating 14% 
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WILLOW PATTERN 



Firebird, £3.95 cass 
Author: Mr, Micro 



WiHqw Patt&rn Adventure jf 6 
conversion of the farnuu* 
Chinese legend of the Willow 
Pattern For those ignorant to 
the ways of .inciunt Chineee Cult- 
ure, youll probably be made to 
feel oven more ignorant by the 
fact that it's likely that you've 
seen o pictorial ropresen talk>n 
of this myth many a time You 
know I hose pretty blue blue 
Chinese plates? Welf, Looking 
closely will leave you staring 
into the pest, entangled in the 
story of two estranged lovers 
manacled to a life of woe (eaah} 
The beautiful princess Koong* 
Shee is being forced to marry 
the merchant To Jin by her wilful 
father, U Chi. Sadly she loves a 
clerk, Chang, well below her 
status and not fitting for the 
hand of a princess. Hie only 
hope is force his way into the 
mandarin's palace and elope 
with the prrncess. 

m trouble is that the Man- 
dorm's castle is heavily guarded 
with skilled fighters of all ranks. 
Penniless clerk that Chang la, he 
can't afford expensive deadly 
weapons like those that belong 
lo the guards of the palace. His 
only option is to depend on the 
odd stray weapon, often found 
lymg around the palace With a 
quick flick of the fire button 
Chang can now destroy the 
sword throwing Samurai war- 
riors 

The game takes place among 
the graceful gardens of the 
Mandarin, Li Chr. To rescue and 
elope with the prineie. Chang 
will have to complete the many 
tasks set before him The game 
is of the colled and use type, 
first pioneered try Ultimate- with 
their Spectrum creations The 
gardens themselves are laid out 
in the style of a mare bordered 
by various flora and fauna. 
Chang is controlled around the 
different screens with the aid of 
e joystick and fire unleashes any 
weapons in your possession 

While guiding little Chang 
about, you soon find that upon 
passing the boundary of a 
screen/ the next one flicks into 
view with you appearing on the 
side you entered from 

Positioned in place* of the 
most inconvenience are the 
Katana wedding Samurai, set on 
barring any tresspassers way- 
Come within striking distance 
and a sword will come flying 
Chang's way, lobbed by one of 
the guards, If he doesn't move a 
bit sharpish, then the life 
counter takes a turn for the 



worse. To get pest a guard, a 
Sword is handy and if Our hero 
has found and picked up one of 
Ihe lew laying around the rna/e, 
he'll find himself far better 
equipped for Samurai bashing 

Blocking the palh in some 
Choice spots >n the garden ar«? 
bridges spanntng one of the 
rivers flowing throughout the 
garden, For some reason, Chang 
must not cross the bridge and is 
force to use the stepping stones 
beneath them, On top of the 
bridge ere three giant prawns 
waving their tails over the sides 
To get to the othet side he has to 
jump between the stepping 
stones, leaping m time to avoid 
the swinging prawn dfta 

To complete his adventure it's 
necessary for Chang to gain a 
key to free the princess He" 1 1 
then have to hotfoot it back to a 
waiting boat with the princess' 
angry father logging it after 
them. 

Control keys: 0/A up/down. 0' 
P left/right and space for fire 

CRITICISM 

^ This pie asent little arcade 
fcj J game is quite striking at 

L I first, due to its exception 

el presentation and graphics 
Though sparks of origins Irty 
sometimes shone through, tar 
example the giants leaning over 
the bridge, overall the scenario 
and execution b 
hack nayed 
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ufacturers shoufd do the sameh 
ft doesn't come off as a p§ 
uiarfy interesting game, ml the 
end at the day Worth the 
money, certainty But if strikes 
me as mcQMgrvOifS, 






The jipnte* movn a bout the 
screens smoothly until you get 
into the bridge screen The main 
man clashes wrih the back- 
ground awfully The game itself 
b 1 bit simple and realty it Just 
come* down to collecting 
swords and killing the Samurai 
in the right order 

Wtftow Pattern Is quite a good 
game for the money and will 
provide quite a few challenge* 
and f brills tot the money chough 
real connoisseurs of arcade may 
find it a bit crude 

53 Firebird realty have 
Mm improved their product 
H with the Launch of their 
Super Silver range Wttfow Pat 



tern Adventure is of a very high j 
standard indeed, easily rivalling 
the full priced product of many e 
other company, The graphics 
are extremely good, both in the 
way they move and look On get- 
ting down to actually playing the 
game, t soon found ii to be quite 
simple but its simplicity creates 
The game's appeal to a certain 
extant This definitely has to be 
one of the best budget releasee 
to date 



f\ Techntcstfy competent rt 
ttf may he, / Stiff don't tike T 
^^J ApArt from being a boring 
trnptememmuon of s potent tetfy 
interesting phi ft /usf doesn't 
look terrifying to be attacked by 



king sired prawns, fn fact it pos 
tuvety whets the appetite, .ft's 
commendable to see such care 
going in to whet ts realty Just a 
budget game (more other man* 



Presentation 72% 

Very Chinese and quite 
atmoepherta 

Graphic* 88% 

Very pretty indeed, though you 
may fin^ them a litlte 
repetitious. 

Sound 01% 

Interesting. 

Playflbility 76% 

Similar gameplay to Sebm Wulf 

makes for enjoyable game 

Addictive qualities 65% 

Plenty of challenge though 
inierpsc may soon leg. 

Value for money 79% 

rghrlv above budget price, 
well worth the pennies . 



Overall 79% 

Though we've seen ii ah 

pv Pattern %% still q nice 
variation on sn old (heme . 



^■5 CRICKET 



"BETTER THAN THE 

REAL THING'" — 

Central TV 





"REMARKABLE . . . FANTASTIC DETAIL . . . 
GRAPHICS 100% ■— Home Computing Weekly 

Total control Ov#r amazing 39 graphics 

48k Spectrum £8.95 
Amstrad CPC 464 £8.95 
Commodore 64 £8.95 

Oh«cfc with YMJr r*(ari»F 

phcm* tout Ace»tti'Vi»a numb*- Qt lull not* 
>out nam*, «40'»i». RMKntM and g*rrw 
rpgu»»«J on back ol chequ* Of P O 



P€flK/0FT 



tt QUEEN STREET, &AUJENTO*. 

NEWARK. NOTTS, 

T«|; OBX 7TH230 (M how i 
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ARGO NAVIS 



Kama, £6.95 cass, keys 
only 

The aim of Argo Naws is to 
destroy a spaceship This would 
be a simple task involving the 
taking Of & number o* fu&es lo 
the correct room and priming 
them, if it wtj^n't for the ship's 
ahen inhabitants, some more 
dangerous lhan others, and 
the it warlike neighbours who 
have the ship under attack 

Argo N&vfS is an arcade 
adventure of large proportions, 
containing 96 cabins Each cabin 
if rectangular m shape and most 
are marie up from platforms 
interconnected by ladders, To 
travel between cabin* you 
merely walk off the edge of the 
screen and are flicked onto the 
next The spaceman is able to 
use the gangways and tedders 
Of the Ship end can go l*A. right 
and jump. The bottom part of 
the screen represents the view 
of the ship while at the top 
oxygen and phase* status are 
shown. The amount of oxygen 
you have left decides how long 
you are going to be playing. 
Bumping into wandering aliens 
or failing from platforms depl- 
etes the initially adequate oxy- 
gen supply However it's r&plen 
ishabto by jumping and reach- 
ing various oxygen bottles scat 
tered about the ship's da 
Phaser power shows the energy 
left in the phaser gun r issued as 
standard equipment This con- 
tinually recharges itself but it 
you fire off too many rounds at 
one time you may find the gun 
useless for a while 

Around the ship are various 
security doors, which can be 
lowered a* raised with the sec- 
urity box placed elsewhere on 
the screen If you try to pass 
them, your oxygen decreases at 
a vast rate, A security bo 
activated merety by jumping 
over It but when one is moved 
usually blocks another 
gangway Typically the gang 
ways are placed so as to cause 
the most hassle when moving 
Security dGOns The end blocks 
of the ship's platforms dram 
Oxygen if you run into them, To 
make things harder they're usu- 
plaoed close lo a screen 
entry point, so it's all loo easy to 
run b 1 1 nd I y i n to a screen a nd rind 
your oxygen flowing away as 
you mindlessly bang your head 
on an end stop. 

It you haven't forgotten, the 
ship is under attack from the 
aliens' neighbouring aliens. 
Jumping over a battle port, 
causes the wxrm to cut to the 
exterior, a 3D staff leld that 
moves m response to the direct- 
ion keys The attacking space 
craft whi/ies about, moving in 
and out of the foreground, get* 
; tagger and bigger To mate 
things a bit harder it also const 
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anlly changes course 

Back to fhe task in hjimj — 
destruction of the ship you have 
just saved with your hot do$ 
gmg 3D space fight : the fuses, or 
Mtf-dfeStrutt crystals, are shown 
as blue circles m white borders 
You collect these by jumping 
through them, and once this is 
done, they must be placed m the 
right cabins Then it's time to* 
to make a Last ditch, pa nick 
ed run to the airlock, lest the ship 

v* up from under your U 
Control keys; No joystick opi 
Z X left right: |ump and space 
for fire 



CRITICISM 



1 



t must admit to having 
seen a a variety of gamos 
^ of lhi* type before and in 
comparison Argv Navts comes 
off pretty poor. The only really 
original feature I could think of 
wis the inclusion of the simple 
space battle scene. The game tt 
self is of a very simple sort in- 
deed The objective is clear and 
once you get into playing the 
thing you soon find it's just a 
case of opening and closing the 
security doors in the right order 
The graphics are fairly 
chunky, though the main sprite 
is nicely animated. As the back- 
grounds are extremely simple 
with a minimum of scenery, they 
soon get repetitive Not a bad 
game though it could have been 
Better, if arcade/ adventures are 
your scene, you may be tempt 
ed, otherwise it's probably 
worths miss 



Ml 



in 





I thought the game was 
nothing more than a very 
bad let down. The loading 
screen is really excellently 
drawn and it led me to expect a 
lot more than the game actually 
offered The graphics arc well 
animated but that isn't much of a 
consolation when they are 
poorly drawn in the first place. 
When your character jumps, 
movement slows down land it's 
not that fast to start with I, 7' 
are one or two good ideas in the 
game and the actual screen 
design is well thought out I just 
wish the thing h*id been more 
aesthetically pleasing and more 
fun to play. Monotonous sums it 
up 



/ drttn't thtnk rne game 
was af/ that bed tor the 
ftrst few sessions* though 
/ couldn't imagine becoming 
addicted It's too much hke a 
cliche. There aren't enough new 
features t jdde<I to tfots old style 
to give ft a second lease of hfe 
The colour choice m a hitie hmtb 
ed end same of the displays and 




text could h&ve been made 
Cie&rer i vus one, 

tM after rhet you're Me/y to 
suffer from e mrfd form of 
arrrnt 



Presentation 62% 

Urvery loading screen but theft 

about ii 

Graphics 57% 

Decent animation but inettec 
tual in most other i 



Sound 47% 

Primitive. To My the least 

Payability 75% 

An easy game fo get playing . 

Addictive qualities 50% 
but not one you're likely to 
keep playing 

Value for money 57% 

Should real t v be budget 
software 

Overall 52% 

Too much for too little 





^We thought it was 
about time we put you 



in the picture. 



When we introduced our AMX Mouse to micro-users, 
the response was phenomenal. 

And no wonderi 

Haled by the press as 'probably the best hput device 
that has arrived recently', the AMX Mouse brings to 
AMSTRAD CPC users, the same sophisticated, positive 
control that has, until now, been the province of more 
expensive computers - like the Macintosh, 

The fantastic AMX Mouse Package opens up an 
entirely new and exerting world to AMSTRAD users and 
comes complete with Mouse, its own interface and these 

^P^' AMX ART 

This computer aided, drawing program has to be 
seen to be believed. Making fuB use of on-screen 
windows, icons, pull-down menus and pointers, you'll 
be simply astonished at the quality of work you can 
produce, store and print. There is even a pattern 
design program which gives you an unimited 
number of designs for use in your own 
drawings. 

Ifs a program mat can give hours of 
famiy fun and at the same time is ideal tor serious 
professional applications. 

AMX CONTROL 

Now you can create a 'Mouse' envrorment in your 
own programs, AMX Control adds extra commands to 
normal Basic and features two programs. 

1, The machine code program to extend the Basic 
interpreter which gives you ful use of windows, icons 
and pointers. 

2. An Icon designer, an individual program for creating 
and storing icons for use in your own programs. The 
number and variety of icons you can create is limited 
only by your needs and imagination. 




|. AMX*WH**t 



£69i>5 



The fabulous AMX Mouse Package costs onry 
£69.95* a price as remarkable as the package itself and it 
includes a fully Must rated operating manual. 

The software is supplied on cassette, and 3" Disc. 
The AMX Mouse Package is compatible with Amstrad 
CPC 464, CPC 664 and CPC 6128. 

Ordering coddn't be easier. 

This superb package is avaiabte from al good 
computer dealers or direct using the f reepost order form 
below. 

So what are you waitrig for? 

Get iito the picture now! 



PLEASE RUSH ME POST FREE, 



I 



AMX MOUSE AMSTRAD PACKAGE'S 
AT £69.95 EACH UNCI VATANDP&P 

I ENCLOSE CHEQUE/POSTAL ORDER FOR £. 
OR DEBT MY 



(QuartiTy:. 
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ACCESS 
JvfiA 



I 



CARD NO 
EXPIRY DATE 

SIGNATURE 

NAME 

ADDRESS _ 



zn 



i i i i i 



.POSTCODE. 



! AMX MOUSE 
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IMAGINATION AT YOUR FINGERTIPS I 

LSEND TO: ADVANCED MEMORY SYSTEMS UMlTEO. 
F REEPOST, WARRINGTON WM 1BR 



TEN-FOUR 

FOR A SUPER PRIZE! 



Win your very own 
radio controlled truck! 



30 Juggernauts to be won / 

(No, not the 32 tonners, the game from CffL f frogbrainf) 



So you Think you'd make a good 
trucker e+i? Well truckings not 

bout driving around in shiny 
cabs munching chocolate bar* 
and smiling at the girls for The 
bencfrt of an advertising 
Agency's cameras, you know 
Yauve r^pf to be able to dr jye the 

le m the first place, then 
you need to be able to find youf 
way to places, pick up loads, 
deliver i hem on time and be atato 
to eat a greasy ^wsy *amie with 
a mug of tea at a caff off the 
M-wotever without be>ngs*cit 
after all that chocolate. 
Not an amy i°b 4 pal this lorry 
ngtark Not for the rank 
beginner Then an am. you could 



aJwavt got in a bit of practice 
with CRL's whi//o lorry 
manipulating game. 
Juggernaut. Your *um I « 
competition mm ion saw his 
Opportunity when tan Ellery 
from CRL visited AMTIX > 
Towers recently and Til led him 
wrth some Old flatulence Bitter 
to loosen his judgement a tittle, 
Then he was told it was about 
time CfiL did a competition, 

Ludlow s kilter bitter beer did 
the trick yet again, your 
expense -account less minion fe 
pleased to be able to report 
back. E llery coughed up — just 
prizes folks, just pn*ee — and as 
a consequence there's a 



smasheroonie radio-con trolled 
truck for us to give away as first 
pnjtMnthistruckin'compnwilh 
thirty copies of Juggernaut the 

Same on offer for runners up, 
uit for a chuckle, and fo do 



something different, it seemed a 
good idea to have a little qui; 
Eased on some Cituen's Band 
Slang (you have to know all 
about such things, fa be a good 
waggon driver you see). 




ke0MB£$KF1®Nt 
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Translate these CB phrases into something approaching English 



1)10.10 till we do it again 



2) What's you r twenty? 






v 



S\ 



3) How many candles you burnin'? 




^ • *** t* 



*»■ • 



4) Give us a nine 



5) Bears in a jam sandwich 



6) What's your handle? 



4MTJX Decei 



mb «r lags 




-'•* *a - j 




most powerful games in the Universe! 

Braving enemy attack, the Undaunted must make her way 

through hostile waters and destroy the enemy stronghold. 

Only the most courageous crew will be able to take her 

there: only the most determined mind witl be able to succeed. 




STRAD CPC 464 
SPECTRUM 48K 

Available soon: 



£7.95 
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THE CP/M STORY COi 

In which our CP/M Correspondent 
continues his delvings into the 

operating system brought into 
being by Digital Research . . 



FILE TYPES 

When the built in command MR 
(short for directory* is typed in 
against the ^> prompt, a list of 
fife* on the current disk will be 
displayed for the current user 
area A file ii a block or blocks of 
data stored on the disk. Each CP/ 
M file on a dirt has a name, 
which can be up to 1 1 characters 
long r and these 11 characters 
are divided into two parti: the 
first S are the actual filename 
and the last 3 are called the 
extension 

File name* are chosen by the 
usee and usually give some 
indication of the contents of the 
file being named — but are not 
in themeetves significant The 
eurtsfiajon, however it used to 
Identify the file type ( and m 
essential for some file type* and 
a matter of conventence for 
others Filename extensions 
include: 8AS basic program, 
ASM essembler source file, FOR 
fortran program, PAS pascal 
program, TXT text file. DOC 
document file. MAC macro ass- 
embler source file. CAL super 
calc file, DBF dbase II data file, 
BAR backup file — and so on. 

Issuing COMmands 

CP M has a special interest m 
files with a COM extension as it 
assumes they are COMmand 
files, in other words programs 
that c^n be loaded into memory 
and run, When something is 
typed in si the keyboard against 
the prompt, and it if not reco- 
gnised as one of the bmtt-in 
commands, CP/M looks on the 
dish for a COM Me which has a 
filename corresponding to the 
characters typed in. For 
instance: 



Nght to 
activity 



LAST MONTH, Roy Jones took us on a 
whistle stop tour of CP/M. Now he continues 
his travels with a closer look at the kinds of 
file you can store under CP/M, and an ex- 
amination of some of the commands avail- 
able as program files. Such 'Transient' com* 
mands are loaded into memory from disc 
prior to execution, and can be used to per- 
form a host of useful tasks. 

In conclusion, our CP/M Guru looks at 
SWEEP, one of the better known Public 
Domain utilities, and this time really does 
give details of how to get hold of PDS — 
somehow the PDS Library's address didn't 
make rt into last issue. (Not Roy's fault, 
honestly.) 



DBASE 

causes the disk drive 
come on, showing disk 
while the system looks for a file 
named DBASE COM, rf DBASE, 
COM is not On the disk CP/M will 
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corn* bade with the rather blunt 
message: 

DBASE? 

or if you have a very friendly 
system it may be a little mora 
helpful, coming back with a 
message such as Tile not on 
disk V perhaps, 



SUBrnrtting Commends 

CP/M also has a special 
meaning for files with a SUB 
extension SUBmit files are used 
to perform batch functions, and 
contain belches of commands 
The submit function is very 
useful for performing (asks 
which require long or compli- 
cated lines to be typed in repea- 
ted ly. or if you regularly use a 
group of built-in or transient 
commands as a sequence. A 
sequence of commands typed 
into a SUB file can be saved 
away tot later use — to execute 
the saved command sequence 
u type in the name of the 
UBmit file, (including the ext- 



ension L whereupon the comm- 
ands are executed sequentially 
SUB ma files work in conjunc 
tlon with one of the standard CP/ 
M utility programs called 
SUBM1T.COM, which can be 
looked on as a sort of language 
interpreter for the SUBmft files. 



IE 



USER AREAS and 
FILE DELETION 

A file stored on disk may belong 
to one of sixteen different user 
areas, A user area is not a 
physically different place on the 
disk but is in effect a subdirec- 
tory of files which share a 
common label, 

An extra byte of information is 
appended to the front of the 
filename when a f ite is saved to 
disk. This byte can be set to a 
value between and 16 and is 
used to indicate which of the 1S 
possible user areas the file be 



longs to. This byte Is set auto- 
matically, according to the 
USER area current when the file 
is saved, 

Most CP/M users do not make 
much use of these user areas, 
but theyxen be quite useful for 
keeping all related files in one 
area. Irs also possible to have 
two or more files with the same 
name on one disk — as long as 
they're in different user areas. 
The command J USEfl nn" 
changes the user artea number 
to 'nn 1 and all files saved until a 
further USER command, are 
saved to that user area, 

The byte used to assign a user 
area to a file also indicates an 
erased file* When a tile is erased 
it is not actually physically, 
removed from the disk — all that 
happens is that the value of this 
first byte in the filename is 
changed to 229 This tells CP/M 
to ignore this file in directory 
searches and also indicates that 
the disk space occupied by the 
file is available for re-use, FHee 
which have been erased accid- 
entally or in error can be reco- 
vered by changing the vafue of 
this byte back from 223 to 
using a disk editor Providing 
that no other files have been 
copied to the disk in the meen- 
time, then the 'unerased' file 
should be intact. 



COMMANDS and 
WILDCARDS 

To run a command file, only the 
first part of ila name has to be 
typed in, but m most other cases 
when a filename is used as the 
argument in a command, the 
filename and extension need to 
be give*, separated with a full 
stop. For example, H you want to 
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MIINUES 



TYPE a file on the screen the 
whole of the filename has to be 
entered: 

TYPE FREDTXT 

rather than 

TYPE FRED 



CP/M allows the u*e of 'wild 
card - characters which can take 
the place of tetter* in a file name 
when used wirh a command. 
The wildcard* era '*' and V : the 
asterisk is more pow erful than 
the question mark — using the 
transient commend PIP to copy 
alt the files on the disk in drive A 
tottiediskincSrivaB: 



PIP 8 -A: 



• * 



produces the required effect If 
the plan was to copy ail the 
command files from drive A to 
drive B f and nothing else, then : 

P1PB:*A:*.C0M 



would do the trick, the asterisk 
wildcard can be used to repre- 
sent a number of characters, on 
the other hand the question- 
mark wildcard stand* for a 
single character only. If there 
was a series of files on drive A 
named FflEDl TXT, FREDY TXT, 
FPED2.TXT, FRED3TXT «nd 
FRED1D TXT then 

nPB:-A:FREDMXT 



would copy FMDs 1, Y r 2 and 3 
to the B drive, tool not FRED 10 
(FRED* TXT instead Of FRED? 
TXT get* FRED 10 across toof). 
With a bit of thought, the wild 
cards can save a Tot of typing 
when it comes to using comm- 
ands that use filenames as their 
arguments 



PIP COM. short for Peripheral 
Interchange Prog ram , is a stan- 
dard CP/M utility program — a 
transient command, indeed — 
which is most commonly used 
to copy Files from one disk to 
another PIP can actually do a lot 
more than just copy fifes from 
one drive to another, however; 
and can be used to send files to a 
printer or other devices, and To 
filter files tor example. Note how 
the colons &m used Jn a PIP 
command to separate the drive- 
name from the filename 



OTHER 

TRANSIENT 

COMMANDS 

The other transient command 
programs usually supplied wkh 
CP/M are: 

STAT, COM — gives information 
about how much space is left on 
a disk, how bio fib* ere etc. 
ED.COM — a rather crude form 
of text editor, fn the absence of 
something better it can be used 
to generate program source files 
but it's quite hard to use, 
DUMP.COM — dumps the con- 
tents of a file in HEXADECIMAL 
format, 

ASM COM — the CP/M assam 
bler. It is used to assemble a 
source program file written in 
6000 assembly language. From 
this it produces a HEX format fife 
which can then be turned into a 
COMmand program by using 
LOAD.COM which goes with it. 
The inclusion of these programs 
probably has been one of the 
contributing factors to the sue 
cess of CF/M Although ASM 
and LOAD may now seem a bit 
dated they are still very usable 
and can produce some excellent 
programs The 9080 processor 
was the original 8 bit CPU for 
CP/M and although nowadays it 
has been superceded by the Z8C 
and other CPU's. 8080 assemb- 
ler is still the 'official' CPfM 
language and is more or Ins 
100% compatible with ZBQ 
CPU's. 

DOTCOM - the CP/M debugg- 
ing program It is used to display 
land optionally, change) the 
contents of memory locations in 
assembler mnemonics or HEX. 
It can also be used to step 
through execution of a program 
and display the contents of the 
CPU registers: a very powerful 
tool. 

SYSGEN COM — used to copy 
the system tracks onto a new 
dish to create a boot disk 



MOVCPM COM — used to 
create a new version of the 
system for a different memory 
size. 

Some computer manufac- 
turers may omit some of these 
utilities, or may substitute sim 
ilar programs of their own. They 
will usually also supply a prog 
ram to format diskettes and 
another to sat up the printer 
ports etc. It used to be fairly 
common for manufacturers to 
supply the source code of the 
BIOS section of the operating 
system — very useful es one 
could then easily make modifi- 
cations to suit individual needs. 
Unfortunately manufacturers 
now seem rather reluctant to 
give Out this information. 



PUBLIC DOMAIN 
UTILITIES 

There's quite a variety of prog- 
rams available, free, from the 
public domain which can be of 
great assistance to the CP/M 
user. One of the most tedious 
lobs in using CP/M comes when 
using PIP to handle files —it's 
easy to get tired of typing things 
like 

PIPB:*A:FREDTXTD01D 

Probably one of the best known 
and most useful public domain 
utility programs is SWEEP 
Sweep or NSWP as the later 



the current disk is displayed with 
the cursor resting on the fir*! 
Tile There are venous options at 
this stage: if the file is one con- 
taining text you can type V to 
view it on the screen; "P to send 
it to the printer; *C to copy it to 
another drive; T" to tag it for 
future action; D' to delete it; R 
to rename if; V to log into a 
different disk; "S" to see how 
much filespace is left on a disk: 
'return' or space' to move to the 
next file; ET to go back one or T 
to oat a help screen of the 
avail able options Next to each 
filename displayed is its size m 
K F and if the TAG option Is 
chosen a running total of sue of 
the tagged Files is displayed 

Operations can be performed 
on all the files which have been 
tagged: # M d to mass copy them 
to any other drive or user area; 
E J to erase them; V to set file 
attributes; 'G p to squeeze or 
unsqueeze them . , and so on. 
This program is a real time 
saver, h must have saved me 
hundreds of hours! 

Like many public ckwnain 
programs SWEEP has been 
developed over a period of time 
by a number of different auth- 
ors. The latest version I have 
seen is by Dave Rand, of 
Edmonton, Alberta and is called 
NSWP207. There is also a vers- 
ion of Sweep available for 
MSDOS machines, called 
CWEEP. but it Jacks some of the 
features of the CP/M version 
NSWP is available on StG/M 
volume 209 (this disk also con- 
tains a complete COBOL comp- 
iler) CWEEP the MSDOS vers 
ion IS available on PC BLUE 



PUBLIC DOMAIN ACCESS POINTS! 

P D Software Library. 1 38 Holtye Road, East Gr instead. 
Sussex, RH1 9 3EA 
(0342) 3 t 3883 

Wast London CBBS 300/300 I0895I4Z0164 24hrs 
Wast London TB8S 300/300 10895)52685 24hr 5 



versions are tailed is a super file 
handling program, which com- 
bines several functions. It wilf 
copy Tiles between disks: re- 
name fites; allow files to be 
viewed on the screen; sort files 
into alphabetical order; delete 
files* give the site of files: tell 
how much space i% left on the 
disk and allow easy transfer of 
files between different user 
areas. Later versions can even 
squeeze' disk tiles so that they 
take less storage space, as well 
as set file attributes to reed/ 
write, read only etc, 

When Sweep is run an alpha 
be finally sorted list of the files on 



vol u me 8 1 . Copies of these d isks 
are available from the P 
Software Library for f?-00 P or if 
you have a modem for 3007300 
baud vou can download NSWP 
from Wesi London CBBS 




Next month we will faka a look 
at some mora utility programs 
including DU, the Pubtk Domain 
disk editor program and how it 
can be used to recover erase 
disk files 
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AN INTRODUCTION TO FORTH 
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FORTH is certainly a popular language. Whenever a 
new machine is launched there is a version of Forth 
available within months or even weeks. Elsewhere 
in this issue you will find two reviews for cassette 
versions of Forth recently released for the Amstrad 
but this article by PAUL GARDNER is intended to be 
a broad introduction to Forth, what it is and what 
you could get out of it. 



Form the language 

Firsi let me say that forth is not just another 
language The whole design of a Forth sys 
tfim is fundamentally different to traditional 
computer languages like BASIC or Pascal 
As a language Forth begin* with a powerful 
set of standard commands, it then provides 
the mechanism by which you an define 
your own commands The structured proc- 
ess Of building definitions upon previous 
definitions is Forth's equivalent of higrv 
level coding. Alternatively, in many Forth 
systems words may be defined directly in 
assembler mnemonics using Forth'* 
assembler 

The highest level of Forth code can 
resemble ^n English language description 
of the application Forth can be used as a 
meta language' — a language that you can 
use to create problem oriented languages. 

The advantages of Forth 

Forth is FASTI High level Forth executes 
much faster than interpreted BASIC on all 
micros that I have seen it working on. typic- 
ally twenty or thirty times faster! If you need 
even more speed men the time-critical parts 
of your application can Rewritten directly in 
assembler This process is much easier m 
Forth than in most versions of BASIC 

Forth is compact The pfe^Jefined word 
set usual ly occupies I ess t h an BK . You r a pp- 
bcation in its compiled form also takes up 
much less space than the equivalent code 
written in BASIC 

Fo rt h is tra nspo rtable A I most el I versions 
of Forth stick to one of two well defined 
Standards, FIG Forth or Forth 79. This 
means thai applications written for one 
machine require very tittle alteration to 
work on another It is possible to type prog- 
rams {or applications as they are usually 
called) straight jn Irom a wide variety of 
books and have them work first time, even 
when they we*e originally written lor en 
entity different machine 

The disadvantages of Forth 

I have found that Forth is more difficult to 
master than other languages. The standard 
set of wo rds that make u p the Forth package 
you may bu y has s/mry m any th mg s mi ssi ng 
The standard Forth word -set very often has 
no words to handle strings, arrays, floating 
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point numbers or trig functions. Forth prov 
ides the means by which all these missing 
elements can be added to the system but n 
is left to you to do it. Some versions of Forth 
come suppNed with extra programs or fist 
mgs, to provide these functions It is the 
philosophy of Forth systems that only the 
essentials shou Id be regarded as the co re of 
the language and that you are responsible 
for the expansion of the system. 

What makes up a Forth system 

I will take you on a guided tour of a typical 
Forth system before I tell you about Forth 
from a user's point of view 

The Forth system can be viewed m three 
distinctparts:- 

I.Tfi* dictionary 

2, The keyboard inter preter 

3. The stacks 

mmmm 

The key component of a Forth system is the 
dictionary As I he name implies the diction- 
ary is j list of words and wtm each word is a 
definition of what the word "means' (or 
does! , The dictionary ex pan ris as y o u define 
new words. 

iN VfffVttfV HWpFVBT 

Forth is usually com ro Med from a keyboard 
device such as a VOU or your computer's 
keyboard. The input Forth expects from this 
device is simple:- 

WORDS — SEPARATED BY SPACES1 

and a word is any sequence of characters 
with a space at the end. More than one word 
may be typed on a single tine but none of 
them are passed to the Interpreter until the 
RETURN key is pressed. The words are 
passed to the interpreter m the order that 
they were typed and the interpreter then 
checks each word to see if it has been defin- 
ed in the dictionary by searching it from lop 
to bottom If it has been defined then it is 
executed immediately If the word is not 
found then the system attempts to interpret 
the word as a number which it then pushes 
on top of the Forth data stack If the word 
hasn't been defined and cannoi be inter- 
preted as a number then an error message 
is printed. When the interpreter has exec- 
uted a line of commands it prints OK on the 



screen, to let you know that it's ready for 
more. 

mmm 

Forth uses a stack for holding temporary 
values du ring calculations and for passing 
values to and from^vords that require para- 
meters, 

The stack is a simple Last In — First Out 
structure, so normally values are removed 
in the reverse order to that in which they 
were placed on. There are various stack 
manipulation commands that let you 
change the order of the values on the stecfc 
ShouTd you try to remove more values from 
the stacK than are present then an error 
message is printed. When a word requires 
One or more paramete is. it expects tp find 
them on the top of the stack When the word 
is executed it removes its parameters from 
the top of the stack and returns the answer, 
if any f to the stack 

The use of the stack for temporary etor* 
age increases processing speed consider- 
ably. For example the word + (plus) expects 
to find two values on ihe stack which it 
removes, then adds together and returns 
the answer to the stack So if you wanted to 
know Ihe answer to the sum 6 + 1 1 you 
would type; - 

611 + .<return ■ 

and the computer would print the answer 
on the next line: 

17 OK 

I will explain the details ol the actions per- 
formed by the machine dunng this ca leu I at 
ion, as this describes much of the Forth 
system in general 

When you press the return fcey + this indic- 
ates that a line of commends is lo be proc* 
essed The Forth system looks at the words 
one at a time and acts according to them: eg 
for the above line: 

6 a number so it is put on the stack 

II s number so it is put on the stack 
a defined word- so it executes it 

ie take the top two values off the stack 
add them together, put the answer 
bade on the stack 

a defined word (dot \ t th is takes t he 
number that is on the top ol the stack 
and prints its value on the screen 

Note that the operator ( • } follows the two 
values in the input line This is because the 
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Steele is being used and the va I ues m ust be 
oo the stack before the operator Ei uud, 
This may appear difficult to gel used to but if 
is one oftbe fu ndamentars of the language 
Thai makes it so fast If you compare this 
with ihe method thai BASIC uses to Intel 
pre! the hne PRINT 6*11 you «n see that 
Che Forth system is much * impler and thus 
faster 

The form of notation that Forth uses is 
called reverse polish notation- This simply 
means thai the operators must follow the 
operands that (hey will work on 

For example in BASIC — 

PRINTS* 14 # (2+4| 

would be written in Forth as— 

24+ U "8 ■ 

— H we assume the normal rule* of preced- 
ence for the BASIC expression. This expres 
$<On could also be written in Forth — 

B1424 * ■ 

as once all the numbers have been placed 
on the stack, the operators are executed in 
the order that They were typed m 

Defining simple words 

Having hopefully lard the groundwork I will 
now explain how Forth allows you to create 
varieties, constants., sir uctu res etc, and 
ultimately a working program 

Each version of Forth comes complete 
with a set of predefined words. Many of 
these defined words allow you to execute 
the instruction direct from the keyboard, for 
example the words * (plus) and . (pronou- 
nced dott 

■f takes two items off the stack and returns 
to the stack one answer A useful notation is 
used to describe the stack action within 
brackets after the wo rd referred to, for 
example: 



In, 



m 



fi+ml 



fttch 



tofJQl 



when listing either the operands or the res- 
ults, the top of the stack comes last in Ihe 
list 

The power of the Forth system is the abil- 
ity to extend the dictionary by adding new 
words These new words are defined in 
terms of the Forth words already present in 
the dictionary For example, there is no 
word in Forth to square the number on the 
Stack This can be defined by typing in 

: SQUARE DUP*, < returns 

When the return key is pressed the key 
board interpreter executes the first word {:) 
which tells the computer to compile the rest 
of the input buffer and any further input 
until the word ; is reached 

The word SQUARE may now be used 
from the keyboard, Of from within another, 
yet to be defined, word, for example 

SQUARE < return> 
prints - 4 QK 

e.g. A new word to squa re a n umber and 
then print out the result. - 

SQUAREPRINT SQUARE ; 

Note that you can use long and meaningful 




names for the words that you define Ttie 
stack effect of SQUARE is tn-n*n) but the 
stack effect of SQUAREPRINT min\ 

The colon compiler, as ft is called, when 
initiated by the word i compiles all the foil 
owing input into the dictionary in The form 
Of a I i St of diet io ria ry addressers for the 

words contained within : rr ^ except for 

the firs! word which is compiled as the title 
of the word, (This is not quite the full story 
but it will do for now). 

To summarise, it is possible to define new 
words which will become pert of the dict- 
ionary by describing them in terms of words 
currency in the dictionary You can include 
m these new words, comments, numbers 
and text, which are compiled slightly differ- 
ently, for example: 



I M-*-|» 



It** 



mill 



I * 



Comments are enclosed within brackets but 
there must be at least one space after the 
f i rst bracket , Text stn ngs t h at a re to be pri rit - 
ed are enclosed by the forth word /' (pron 
ou need dot-quote) and a closing quote. 
Again there must be a space between the 
dot quote and the first character of the 
string or the interpreter will not be able to 
recognise the Forth word dor-quote. Mum* 
here can be included anywhere in a defimi 
ion. When the newly defined word is exec- 
uted the value of the number is put on the 
stack 

Constants and Variables 

As you can see it is aim pie to defi ne a new 
word rn terms of the old ones present in the 
dictionary and it is also simple to allocate 
Storage space for constanis end variables 
within the dictionary For example 
VARIABLE COUNT encloses in the diction 
ary a single length integer which will from 
now on be referred to as COUNT . I f the word 
COUNT is now typed into the input buffer or 
executed by another word it will leaw the 
address of its memory location on top of the 

meh 

There are a few useful words m Forth for 
use with variables: - 

I (address ■ contents of address I, pronoun 

ced fetch' 

I (number, address >l pronounced 'store 1 

So 4 COUNT ! sets the variable COUNT to 4 
and COUNT f puts the contents of count on 
the alack 

Constants (which are not available in 
BASIC) are handled a little dif f erentl y, They 
are initialised in a similar way to variables, 
for example 12 CONSTANT DOZEN in this 
case when Ihe word DOZEN is executed it 
does not leave an address on the stack but 
inatead leaves the contents of the address 
that represents the constant, so DOZEN . 
pnnts the value of the constant, fa %2 OK 

A number could be stored in the diction- 
ary by using the colon compiler 

DOZEN 12; 

which when executed would leave the value 
T2 on the stack, but CONSTANT and 



VARIABLE work much quicker, are easier to 
use and take up less space. 

How numbers are stored 

Most often the values which reside m 
memory or on The stack are referred to as 
single length integers Each number takes 
up two bytes of memory and is stored in 
twos complement form, So the range of 
numbers available is from 32768 to 
+32767, 

In many cases a number which is on the 
stack is needed by an operator whose oper- 
ands may only be positive, for example, | 
and I can logically only access positive 
value memory locations. This allows the 
user to address all areas from to 64K from 
within a Forth program 

There Brm also various operators which 
assume that the top entry lor entries^ on the 
Stack represent unsigned integers, tor 
example U, (unsigned print) or U< (un- 
signed less than}' 
Standard versions of Forth contain a 
:r*d number of operators which can 
handle double length integers. The few 
operators provided are sufficient to enable 
the user to define new operators to einend 
the double length word set- 
Forth does not traditionally provide the 
user with floating point number routines, 
This is again pan of the Forth philosophy, as 
most calculations can be performed using 
integers that have been scaled appropriate- 
ly Many versions of Forth do provide addit- 
ional words for handling floating poini 
numbers but you should realise that float- 
ing point calculations are significantly 
slower than integer ones. 



Structures for decision making 
and repeating 

Many versions of BASIC only provide the 
GOTO, GOSUB, IF— THEN and FOR— NEXT 
structures to control the flow of execution in 
a program, although many recent versions 
include structures such as WHILE WEND 
REPEAT— UNTIL etc 

Forth provides a host of control structures 
to make program design easier end also 
gives you the ability to create your own 
Structures by adding words to the 'comp 
iter" withm Forth. Four standard structures 
are available but the appearance of these is 
a little unusual when compared to lang- 
uages tike BASIC 

IF— ELSE— tHDIF 

Here is a program to print a number off the 
stack followed by the word "Debit* or 
"Credit" depending whether it is positive or 
negative. 



i p 



« 14 *■!■*«« l« MVBtiMi 
.* HPfrll* 



P 



IF makes a decision between two paths, one 
from IF to ELSE, and the other from ELSE to 
ENDIF, The paths torn up again after ENDIF 
IF bases its decision on the number on trie 
top of the stock (which it then discards), so 
this number is the 'condition' If the 
condition is (falsel it goes to the paih 
between ELSE and ENOIF If the condition <* 
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not 1 true I it goes to the path between IF 
and ELSE 

Again we see thai the operator IF requk os 
its operand, true or false, to be on the stack 
first. Almost all Forth words that require 
operands use the stack in this way . 

In the previous example, if used a 'flag 1 
left On the top of the Stack by a Forth testing 
word 0-:4iess than zero" I . Several word s 
are available which operate on the lop 
values of the stack to leave either a true. 1 , 
Or * false. 0. flag, for example; 

I k # q ■ flag} test the too two numbers for 

equality 

< I k, q - flag ) flag t rue i f k < q otherwise fa l se 

> \ K Q * flag) flag I rue if k >q of herwise false 

As many comparisons are based around the 
value 0» some words are already defined for 
ihis*00<Q> 

Numbers or flags on top of the stack can 
be combined using the Boolean operators 
AND, OR and XOR Each of these words 
takes the top two values off the stack and 
leaves a result. If the numbers on the stack 
were "proper' flags, ie either or °\ ihen the 
words act as proper Boolean operator*. If 
the numbers were not "proper' flags, ic 
they had values greater than 1 . then the 
words act as 'bitwise" boolean operators, 



The DO... LOOP 

An example 




The Standard counting loop is a little 
different to the one you will have used in 
BASIC The limit and the starting point are 
removed from the stack by the word DO and 
are held elsewhere. The test to com pare the 
count and the limit is performed by the 
word LOOP, this means that the commands 
between the words DO and LOOP are 
executed at least once. Looping stops when 
the count reaches or exceeds me limit, SO 
for the above word the output would be' 

D1234567890K 

The Forth word I is responsible for getimg 
the current vale of the count and putting it 
on the stack. If you nest one Joop within 
another there is another word J which will 
return the vafue of the outer loop to the 
stack, 

If you want the Loop to count In steps 
greater than one a word - LOOP is 
available: 




The word ■ LOOP lakes a value off the stack 
and adds this to the count for the loop 
before COmparingthe counter to the limit 
value. Jn this way the loop could be matte to 
COun t down by addi ng * negative n u mbe r to 
the count, for example 



-2+ LOOP 

There is NO equivalent of GOTO in Forth r 
I thank goodness U so you cannot jump out 
of loops etc, There is a Forth word LEAVE 
which sets the counter equal to the limit for 
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a loop, so that the loop wit finish when the 
word LOOP is next executed. 

BEGIN . . . UNTIL 

This structure is the equivalent of REPEAT- 
UN TIL which t& available in some other 
languages. The word UNTIL expects a flag 
on me slack If the fla^j is true then the 
looping stops otherwise the program jumps 
beck to the first word after BEGIN, for 
example: 



E IP* jHt It 

mi 

»* OP BP-i 

* UtTEL 



This program will loop forever as 1 have 
written a 'false value in the program. 
Usually there would be a test which would 
eventually give a true value bo that the loop 
can end. 



im 

«V I C«#u1*r "HI MBit *m i **r W ■■■' 

I PPC h I vALhI l*ft pn *tacfet 

pi* i kalKiU top mmtrrt 

#111* 4 wp viae* pMi-l1-**4 m* *I*p m*4 terfil 

*t i i in cwi# to iP-Ai Ipr **■ 

□P I -111 *#ttl# *■* plfhpr -*- m- "**i 

«- i. 



The program above will expect the user to 

Eif ess a key and loop back for another if the 
ey pressed is not a letter a, either upper or 
lower case will do Notice how the words 
DUP and SWAP are used to handle the 
values on the slack Once more, the word* 
within the loop will be executed at least 
Qi\t$ l as the test is at the 'bottom' of the 
loop. 

BEGIN— WHILE— REPEAT 

This is a very powerful structure, which it 
not available m many languages This loop 
has the test positioned at the Beg inning of 
the Coop so the body of the loop may not be 
executed at ail 

Example; this program waits for (he same 
key to be pressed as above but will keep 
count of the number of attempts you make 
before you get it right 



] hM[TPt)pp f M || t w b>r A p | ii It 

p HUH 1 i CttPff it m pHlwly p#*|*#« *** ipl*l 



Dt* ia |p» Wf OP Pitt 

W1U i t,«- rfMi m MPfP**l pal II ftpttl 
CftJPJt t J* COJfT ■ [ M( (H Km E«M»iP 
.* t«h mrm ■w p p n—i tn pre** |«p i.n.r ft p fw wi^ 



EflWT ■ PF 

- + l«M PP1 It 



\*n 



pip** ii*vl tl«r»" 



Alt hough the programs above do not 
achieve much they demonstrate a lot of the 
fundamental control structures available 
within Forth 



the dictionary 



When a word is defined, its definition is put 
in The dictionary. So far the dictionary 
entries we have written have been 
produced using the colon compiler or were 
CONSTANTS or VARIABLES Forth is not 
limited to these three forms when it comes 



to creating dictionary entries. Each 
dictionary word consists of two brood parts, 
the "header 1 which contains the name of the 
word i a link to the previously defined word 
(all the words make up a chain which can be 
followed), and a field that shows generally 
whet *s to be done when the word is 
executed, eg. stack a number (tor 
CON STAN Tfor start executing some more 
Forth words I for } The second part of the 
entry is specific to the word. e.g. the actual! 
value for a constant or a list of addresses of 
the Forth words to be executed. 

All words have a header, most words 
have a second parameter field It is possible 
to create new words by using the word 
CREATE This makes a word with a header 
but with no parameter field {I he "second 
pert' | g The parameter field can be formed by 
entering numbers or such after the name or 
by allotting space without initialising it 
using the wo*d ALLOT. 

Whenever a word formed by using 
CREATE is encountered in a prog rem the 
address of its parameter f reid is put on the 
stack. 

As I have said, there are no words usually 
available to handle arrays in the standard 
Forth word set butyou can create your own 
array using CREATE, for instance; 

CREATE MYARRAY 20 ALLOT 

This example will create dictionary space 
for an array of storage that i* 20 bytes long, 
or room enough for 10 integers. It is up to 
the programmer to work out a way of 
accessing (he array elements by calculating 
the position for a particular element For 
example, if you wanted to store the number 
7 In the 3rd element of the array MYARRAY 
it could be achieved by : 

7 MYARRAY J + ! 

The word MYARRAY will put the address of 
the first element on the stack. The address 
for the third element will be 4 bytes further 
on from that and triis is where the words 
above will stare the number 7. 

The power of Forth is such that you can 
write general purpose words that will let 
you create and use arrays in a much easier 
ton than above and you ude as 

much error checking as you think is 
necessary. For instance, while you are 
developing a program you may want to 
make sure you don't try to use en element of 
an array that does not exist When your 
application is fully EMted dnd working you 
can delete all the error checking parts of 
your words, this will make the application 
run faster and in less space. 

Most versions Of Forth now available 
come with extra COde Or listings for things 
like strings and arrays, this should make it 
easier for you to develop larger programs 
without inn i ally getting bogged down in the 
tmy details 

Some final points 

So far I have only written about Forth in 
general terms and J have deliberately 
out any mention of how Forth programs are 
written and how they are stored to tape or 
disk. To understand Forth beyond this point 
means that you actually need to have a 
version for your machine. Learning Forth is 
a bit like teaming chess, it is easy to 
understand and learn the rules hut the only 
way to be any good et it is to play the game. 
In this issue there are two reviews for 
versions of Forth that are now available for 
the Am st r ad I hope you buy one and begin 
to explore 




PROTECT 



FOR AMSTRAD 
464/664, 6128 

THE ULTIMATE AMSTRAD WORD PROCESSOR!! 

PROTEXT is without doubt the most sophisticated word processor you will 
find on any home micro, It Is of comparable standard to business packages 
costing over £200 but has been developed for the AMSTRAD 464/664 and 
6126 machines and Is 100% machine-code. We know that PROTEXT is the 
fastest program of its type currently available (eg global search and replace 
on a three page file in under a second?). Bearing in mind the range of 
features incl uded and their ease of use , this package is rightly acclaimed as 
the No. 1 word processor for Am strad owners Compare these features and 
benchmarks with any other similar products. 



PROTEXT FEATURE SUMMARY 

F.i*comm*f>d» Super tut Load. Merge and Save, Cei, Prim Uo prints^ screen/rile) 

Cur wf Mov tmini - By en erector /wor d/iine/psf egr eph/acreeo, to start or and o» in*, to stun or end of lext, 

10 Une numbr. to piece ms/her, to margin 
meaning and deleting tnsert/overwrrte mode, insert character or una, delate character forward* or 

backward*, delete word. 
FiND and REPLACE Wildcards, an or part of text, case specific wnoie word Of part or word. Trnd control 



Sfocfc tcrtwfiends - M^va/copy^ffaiata/eawai^prirnyformai 

Marker a 2 btoc* markan and 10 p4ece merger S may be sal anywhere 

Formatting Word wrap, rifl^t Nullify, varlebie ieh and right margin ■ 

Ruler una* Unlimited number of ru^f linea lo define margin* and tabs 

Print opium - riMdvvlwirs page numbtn vtr table line specmg. variable page length and margin 

tUaa, conditional page throw*, odd and even page features, continuous or single sheet*, 

multiple copies 
Primer leefufe* including ampha«>*eo condemed. doubto-sinke. elite, italics, enlarged , pica, NLO, 

ftubecripl. superscript underline Quill in Epson printer driver. Ability to easily define your own 

printer driver 1 and aave to diic. 
Htip feature* - Optional on screen command lummirw. 
BuJi in character eete Oen is hrTrench/Oe*man/ltoik*Jt/Spftniah/ Swedish 
Other laaiuree - Non break apace, display labi. return* and hard spaces, toft hyphen* , word count case 

conversion, copy ruler. 40 page easy to read manual with full index and glossary of term* 



^ 1 

BENCHTESTS 
A standard fife of 775 words 
(4.785 characters) was used to 
carry oul the following 
benchtests {all timings are in 
seconds}: 
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MAX AM 

Now recognised as ih* industry standard aaaemE^lef/moriMor/aoitor Used 
by ail ma leading sonwar a houses, computing magajinea and wider* u*ed 
throughout industry 

Thi* pt*c* ot kohwara should be held up ae an a k ample ot what can be 
done by programmer* who cars. It ti brilliant." 

ELECTRONICS & COMMUTING 
-MAX AM ii * superb ROM which *t recommended lor ell serious 
rnachma code proor*mmar*. It cental ne a powerful a*«embler and an 
eiceltsnl editor whsch it a foy to use " 

COMPUTING WITH THE AMSTRAD 

"AH NOR art 10 b# congratulated on # superb |ob . . . definitely the 
eeat.* 

HOME COMPUTING WEEKLY 

"A product no »*f toua Amilnd uiat ten *fTo#d lo be wrlhoul - 

YOUR COMPUTER 

Why nwto machine?- cod* difficult? 
Why um mythlng lets than MAX AM? 



ALL 

ENQS 
01-688 6223 



UTOPIA 

UTILITY SOFTWARE ON ROM - 
OVER 40 NEW COMMANDS 

By the author of Boebugaotts BBC Toolkit 
UTOPIA is an indripenaibla toot for the 
Am sir ad user. The ROM contains a library of 
Over 40 powerful cum mend a, all available 
instantly from BASIC. PROTEXT or MAX AM 

ACCESS ARRAYS C CALL CAT COPY DEDIT 
DELETE 01 SCC OP ¥ DJSCTEST DUMP ERA FIND 
FIND*. FNS FORMAT HELP HElPR INFO LIST LOAD 
MOUMP MEDlT MOVE PRINT QFF PRINTQN REN 
REPLACE REPLACEA RQMOFF ROMON RUN SAVE 
SAVE* SPOOL SPOOLOFF STATUS TOKENS TYPE 
U VARS VERIFY VTEXT a ROM 

Price ONLY E29.95 



PftOTEKT a nq M AX AM are available on cassette, disc, rom and ptufl meartridge 
CASSETTE AMD DISC 

e introduction to lha Arnor professional software 
C MMtt* c 1 M.W D*k tMM 

ROM 

For those people who already own a rom expansion box Just ping in a rom and oh you go 
Arnor fomi are compatible wtth an other rom box** 

f PROM EMM 

PLUG IN CARTRIDGE tAD2) 

Cornp^ete Plugnn-arvd-^o ROM cartridge cons* i rung nthflr PROTEXT or MAX AM NO ROM 
BOXES REQUIRED 1 in Add-on. the cartridge hat e inofouflh conneclor lor fuflfiar 
peripherals and an eitra sochel for en pending the system with our own 4 way rom board 
trie AO 2 oartr Jdge plugs directly mio me 444 , 664 or o t H. tm i no mu g ly i m g i ha ex pension 
port Fitting a PROTEXT cartridge maart* mat as soon as you switch your Am*trad computer 
on. PROTECT >» mBtanUy raady end waiting lor you to use 

Conuder the price or our cartridge System jyst £10 onto the price ot vne rom software ind 
no extn hardware required Why pny tw^ce a* much to get *tarted1 
A02 cartridge (PROTEXT or MAXAM) 

with no extra hardware requtred Cffl.tS 

4 W A Y ROM CARP \ pi ug* Into c irtridge) C1 S . t S 

simmistfl ROM end cartridge software gives you ■ maaahra 40K tent space*? 
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and alt good computer stockists, or directly 

l Sj»Cit> mac h i nt mg^f I i 

From: ARNOR LTD 

THE STUDIO 
LEDBURY PLACE 
CROYDON CRO 1ET 
01-688 6223 
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Most Forth sysiems are stand- 
ard and as such appear almost 
identical m operation, it is the 
'f nils' provided That make any 
one version either liked or dis- 
liked when compared 10 an- 
other. 

Forth is a language designed 
primarily tor a computer that 
uses disk drives, or some other 
form of random access, moss 
storage device. This means that 
cassette based versions have 

3ot to 'pretend r ro have a disk 
rive of sorts How successful 
this is depends on the version 
you have but in general some 
area of memory is set aside to 
perform as a disk would. 



Forth programs can be typed in 
directly on the keyboard and 
compiled one line at a time. 
However Thrs *s very error prone 
ami impractical for definition* 
longer than a few words. Forth 
systems provide an editor thai 
lets you compose text onto 
'screens'. The screens of test 
can then be compiled by the 
system, as if they were typed dir- 
ectly af the keyboard. Each Forth 
screen is actually a 1 K byte block 
of memory. This is viewed by 
the edFior s& a text space of T6 
lines of S4 characters. When a 
screen has been written it can be 
saved to disk and a previously 
stored screen can be recalled 
from disk into memory. 

On a proper disk-based Forth 
system, whenever a screen is 
needed it is loaded from disk by 
the system. Different cassette 
versions get around This prob- 
lem by various means. 



Kuma Forth 



Kuma Forth comes on cassette 
accompanied by an impressive 
1 20 page manual The Forth SVSi 
tern loads and runs as usual by 
typing RUN" on the Amst 
The Forth system loads m just 
over three minutes, this is worth 
noting as it is very easy to conv 
pletely crash a Forth system and 
it needs reloading after each 
crash, 

Kg ma Forth is a fairly standard 
implementation of FlGForth 
(Forth Interest Group — Forth), 
although there are many addit- 
ions to The standard word set 

The first ihing of note is that all 
the usual commands like tfitf 
etc, seem not to be understood 
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Forth on the Amstrad 



This is review of two versions ofFonh that are 
currently available for the Amstrad CPC464, 
KUMA FORTH from Kuma Computers Ltd. 
and Abersoft's FfG-FQRTH released by 
Amsoft. Both versions are intended for the 
cassette based machine. 



€ 



by the system at first This >s 
because the Forth keyboard 
interpreter is fussy about upper 
or lower case characters, so the 
first Thing to do is turn caps lock 
onf 

Kuma Forth gets around The 
problem of not having a disk 
drive by using a cassette tape for 
mass storage of screens. You 
need to use the command 
FORMAT to prepare a blank tape 
for the system to use, Format 
actually prepares sixteen IK 
byte blocks on the tape which 
are initially blank, Whenever a 
screen is needed by the system* 
or whenever you want to save a 
screen to tape, you are prompt- 
ed to load the tape and press the 
PLAY or RECORD buttons appr- 
opHately. The system locates 
the correct position on the tape 
To either read or write The partic- 
ular screen, Now while rhss may 
Sound very slow and complic- 
ated it actually works quite well 
The reason it does, is that when 
you load a screen of text from 
tape it is held in an area of mem- 
ory edited a BLOCK BUFFER, On 
the Kuma version There are six- 
teen of these and each is capable 
of hording 1 one screen of text. So 
you could write 16K of text, 
using the editor r and ell the inf- 
ormation is held within the 
memory. The stored inform- 
ation is only written to Tape 
when you issue a command like 
FLUSH Th i s comma nd writes to 
tape any blocks of informal 
that are currently being held in 
memory, BUT it only writes to 
tape those blocks that have been 
changed since they were last 
loaded 1 So if you were to load a 
large number of blocks from 
tape but you only altered one of 
them, then only the altered one 
would be saved back to tape. 

The Kuma Forth allows you to 
format rapes to store more than 
16 screen of text but it is prob- 
ably simpler to have a collection 
of short tapes, rather than a 
C12Q formatted to hold dozens. 

This clever use of the tape 
allows you, for example, to load 
from one tape sixteen screensof 
text, which could then be comp- 
iled and then load more screens 
from another tape* The systems 
uses some of the b lock buffers to 
load the new information but 
often, only the least recently 
UMd block and Certainly not one 



that has been altered but has not 
yet been written to tape. Be- 
cause of this you have to make 
sure that you save all the updat- 
ed blocks to tape before you 
leave the Forth system, or you 
will lose the recent changes. 

The Kuma Forth tape contains 
16 screens of text which come 
after the main Forth program. 
Some of these screens contain 
useful additions to the language 
and you can load them mso the 
buffers, to list or compile them. 

To toad any one screen Into a 
buffer you simply need to issue 
a command to LIST the cont^ 
ents, for example the command 
2 LIST makes the system fetch 
screen two from the tape and list 
it on the computer's screen. If 
you type the command again, 
the screen is listed autom&i 
ly r without having to be fetched 
egai n as it is al ready ■ n one of the 
buffers. 

To fetch alt the screens on the 
tape supplied you can define a 
Forth word (ike ; LISTALL 17 1 
DOrUSTLOOP; 

If you now type LISTALL as a 
command, the system fetches 
and Fists screens T to 16 from the 
tape and I hey ere ail held in the 
memory buffers. 

The reason 9 keep referring to 
screens being 'fetched' and not 
'loaded' is That the word LOAD 
has a different meaning in Forth. 

Some of the screens supplied 
with the Kuma system are simp 
ly text screens to be read. Some 
of the screens, though, contain 
forth definitions which can be 
added to the dictionary, For 
example screen two contains a 
few handy additions to the dict- 
ionary, these words can be 
compiled by using the com- 
mand 2 LOAD, this fetches 
screen two from tape (if it is not 
already m one of the buffers! 
and compiles all the text in the 
screen as if you had typed it 
from the keyboard 

111 ImNsttndart Forth 
Kuma Forth when first loaded 
from the tape contains a few 
built m additions to the FIG- 
Forth standard. It provides a 
complete set of words to handle 
floating-point numbers as well 
as the usual one for single and 
double-length integers. 

One of the most useful feu I it 
ies is the editor, The standard 



Forth line editor which is, to be 
blunt, pitiful, considering the 
sort of machine that the lang 
uage has been implemented on, 
is provided. Line editors may 
have teen all That was available 
on early mainframes but now 
They should be considered a 
ihmg of ihe pest? AH Forth sys- 
tems provide a line editor be- 
cause if is specified in the stand 
ard. Kuma Forth though, also 
provides a lull screen editor' P By 
that I means one that lists a 1K 
screen of text on your computer 
screen and lets you drive a 
cursor about all over it. like a 
moderately good word proces- 
sor. The editor makes sure that 
you cent have Urms longer than 
64 characters, or more Than 16 
lines. 

As well as the 'buiii in' extras, 
the 16 supporting screens pro- 
vide some very useful additions 
to the language. The most useful 
screens are described here. 
Screen 2 provides a couple of 
Forth definitions for words that 
let you allocate strings to the 
function keys. So if you wanr 
word VLIST (vocabulary listl to 
be executed whenever you 
press key FQ you can achieve 
this by first typing 129 
EXECUTES VUST On the CPC 
464 this assigns the string to the 
number on the numeric key- 
pad. 

Screen 3 offers some extra 
words to provide a real time 
clock. This internal dock can be 
set and prints the cur rem time 
from the keyboard? or from 
within a Forth definiTion 

Screens 4 and 5 hold a list of 
n 1 messages Usually if you 
make a detectable mistake. 
Forth will print a useful n 
like. VLUST* MSG SO. whenever 
vou misspell VUST, If you fetch 
screens 4 and 5 into memory 
and execute the instruction 1 
WARNING ! then the system 
prints more helpful error mess* 
ages. So, for the above mistake 
it would print VLUST7 UWflEC 
OGNISED INPUT 

Screens 6, 7 and 8 provide a 
collection of useful words for 
creating and manipulating 
Strings. String handling is not 
part of the standard Forth 
system, you have to define your 
own words for that. The collet 
of words provided is not 
intended to be the only way. 
Simply a Suggestion Vou have 
the facilities m Forth to create 
words to handle strings just like 
pur favourite language (BASIC 
Pascal, etc) would. 

The manual that accompanies 
the language seems to skimp a 
bit on its discussion of how you 
might use the words they prov- 
ide. It is typicai of Forth manuals 
to begin This manual is nor 
intended to be a tutorial Of 
FORTH. . . / and then go on to tell 
you which book to buy Whether 
you agree with rhis attitude 
depends very much on how 
much the language has cost you 
already. 

Screen 9 ot the extensions 
provided, lets vou create words 







m the dictionary that contain 
machine -code routines. This 
could be so that you have a very 
fast word; or it could be that you 
require access to the Fowest 
levels of the machine itself 

Screen 10 provides ready writ- 
ten definitions for the crest ton 
and use of one and two-dimen 
smnal arrays- These definitions 
are actually written m numeric 
machine code and execute very 
quickly 1 The arrays they can 
create do not, however, include 
any checks to see rf you are try- 
ing to access an element that is 
not suppose to exist 

Screen 1 1 provides words to 
lei you access the RS232 inter 
face hardware, if you have one. 

Screens 12 and 13 provide 
graphic; handling words and 
finally. Screens 14-16 give ext- 
ensive definitions for th« use Of 
the sound facilities on me 
Amstrad 



Abersoft's 
FIG-Forth 



Abet soft have had a very sue* 
cessful version of Forth avail- 
able for the Spectrum for a few 
years now and it is a traditional 
version of Flti-Forth with few 
surprises. 



The Forth cassette comes with 
a much slimmer manual than 
the Kuma version, about 60 
pages and the information pres- 
ented m the manual is fairly 
terse. Abersoft Forth also uses 
memory to act as a disk' but in a 
slightly different way. The RAM* 
DlSC r m they refer to It; occupies 
71 K bytes of memory, this >s 
room enough to hold eleven IK 
Screens. Unlike the Kuma vers- 
ion this Forth also uses a system 
of block -buffers separate from 
this memory area. In this way 
the Forth system uses its RAM- 
disk and block buffers just like 
any disk-based Forth system 
would, except that the 'disk' 
provided has a maxim urn Space 
of 1 1 screens. At the end of every 
session you use a command, 
SAVET. to seve ihe entire RAM 
disk image to tape (as rf you 
were making a backup of a disk] 
Another command P LOAOT 
allows you to load the contents 
of a tape into the RAM-disk 
space. This arrangement is 
more akin to a True Forth system 
but there appears to be only one 
block buffer, 

Abersoft Forth provides the 
standard line-editor and it also 
provides a much more useful 
screen editor. This Forth prov^ 
ides access to The graphics capa- 
bility of the Amstrad by a num 
tor of built-in words. The moat 
noticeable addition to this Forth 




is that it supports a full Z80 ass- 
embler, one that recognises 
mnemonics, although the app- 
earance of reverse-polish ass- 
embly language is enough to 
make you shudder. 

Unfortunately, Abersoft Forth 
does not include additional 
screens that you can list and 
load, which is a pity, because it is 
helpful BO see how Forth listings 
are supposed to appear before 
you start on your own. 

One of the best facilities in 
Abersoft Forth (not provided by 
Kuma) is that if you add words to 
ihe diciionary that you would 
like to be included 'as standard 4 
whenever you load the system, 
then you can do this. It is Sfraigh 
(forward end well described in 
the manual how to save &n ext 
ended dictionary, which you can 
in future use as your "master' 
version, 

Conclusion 

Both Abersoft and Kuma Forth 
are available on either tape or 
disk, If you have a disk drive then 
you must go for the disk version 
as ii transforms the whole lang- 
uage. If you'd like to try Forth on 
a cassette based system then 
Sithif of these two versions 
should suit. Each package has 
some advantages and some dis- 
advantages. Trie Kuma version 




provides many more extensions 
to the standard language than 
the Abersoft version does bui it 
does not include an assembler. I 
think the Abersoft way of 
managing the RAM-disk is pref 
arable but it limits you to a vmi 
ual memory of just 1 1 screens 
The Abersoft manual is really 
only a technical reference man 
ual whereas the Kuma manual is 
fuller and better presented. 
Enough comparisons I 

Both systems have one thing 
in common, at f 19 95 for the 
Kuma Forth and £24.95 for Aber 
soft's Fodh (for the cassette 
versions) they are both surpris- 
ingly overpriced The Afcmrsofi 
Forth must have been fsiHy 
easily converted from the Spec- 
trum, and it is expensive com- 
pared to the Kuma version. 

Language packages like these 
may not appeal to the mass 
games market but they are trip 
ial compared to The complexity 
of modern games software 

Paul Gardner 



THE MOUSETRAP 



S SIREN SOFTWARE SIREN SOFTWARE S 



DISCOVERY 
X— BASIC 
PRO SPRITE 



The mousetrap has sprungl The 
Amstrad computer has finally 
caught up with the mouse craze, 
In fact, Advanced Memory 
Systems Ltd have snatched at 
the bait and are offering 
Am sued users the fashionable 
Cursor transport device for 
graphical design work and 
menu option selection- The 

Kackage contains the AMX 
lOUSE, the AMX MOUSE 
.INTERFACE and the AMX 
MOUSE software which 



ides AMX CONTROL, AMX 
ART r ICON DESIGNER and 
PATTERN DESIGNER either in 
cassette or in disk form. Also 
included is the AMX MOUSE 
manual which contains aN the 
breeding habits of this species. 

As it goes, the mouse is a very 
small and cute little house pet, 
The owner hand grips the 
mouse with ease and the 
'tubcompact' mouse requires 
little training ground for its daily 
run, It features three control 
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keys positioned at the front of 
the y nil, operated comfortably 
bv the three middle fingers of 
the controlling hand. The 
buttons are configured as 
EXECUTE, MOVE and CANCEL 
operators under the default 
setting of AMX CONTROL, The 
AMX MOUSE INTERFACE ha* 
the same stature as the mouse 
and connects up via a O type 
connector to the Amstrad 
joystick port. A short power lead 
intercepts the monitor lead to 
provide unlimited mouse- 



software counters for x and y 
position of the tur sor By using 
IMCRSR the mouse can be 
confip u red to ru n as a joyst ick by 
creating a cursor hey code. This 
allows the mouse to be used 
with existing commercial 
software such as TASWORD 
The only problem is that AMX 
CONTROL or its workspace may 
be overwritten by the 
application software. To this 
purpose A MS offer AMX 
CONTROL in ROM formal. The 
three control buttons, which on 




power. The tail or leash of the 
mouse is very flexible and plug* 
via a 20 way 0.1 "pitch connector 
into the AMX MOUSE 
INTERFACE and provides 
enough operating radius or 
range for even the dottiest 
screen creations. 

The mouse design is 
Conventional and extremely 
well thought out, A heavy steel 
ball transmits the rotation to x 
and y shafts running m 
miniature ball race bearings. 
Mechanical movement is 
transmitted into electrical 
signals vie optical sensors, 
whose LED light beams are 
broken by a disk with etched 
slots on rls circumference. This 
provides fin conjunction with a 
static mask} a shutter effect 
which generates clean on/off 
signals from the phototransistor 
outputs. Each axis requires two 
phase shifted signals, so that the 
sense of direction may be 
established by the resident 
software These sipnals toggle 
latches within the interface 
which provide direction Signals 
on the joystick input port. 

The software checks the 
direction signals and counts the 
movement signals up or down, 
thus incrementing or 
decrementing software 
counters which keep track of the 
x and y movement of the mouse. 
Thus the two software counters 
provide at any time the current x 
and y coordinates of the mouse 
con tro fled pointer. AMX 
CONTROL performs this task, It 
must initially be installed from 
cassette by typing RUN" "AMX. 
Two modes of operation ere 
available The default setting 
maintains the update of the 
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default act as RETURN, COPY 
and DELETE, may be configured 
within AMX CONTROL to 
simulate different sets of keys to 
accommodate the various 
ex ist ing progra ms. 

AMX COfjTROL provides 
extended Basic functions 
accessed with a T command or 
directly from machine code with 
the help of the system call 
information provided in the 
Amstrad manual. AMX 
CONTROL provides all the 
feci Mies to run the mouse and to 
maintain an icon and window 
driven user environment. 

(BUTTONSyj enables the mouse 
buttons to simulate keys on the 
keyboard, Apart from the default 
setting there are 5 combinations 
to ch oo&e from. 
(DESK clears the screen lo the 
grey desktop pattern. 
IGCRSR '7* gy places the 
graphics coordinates of the 
mouse into the variables 
signified by gx and gy. 
IHIDE POINTER removes the 
pointer from the screen. 
!lCQNyj/ r tf,p/is thg commend 
used to display any of the 64 
available icons on the screen at 
any given coordinate. The icon 
ii» ss 2 x ? character squares. 
ILOAD t$ loads in user defined 
icons previously generated with 
ICON DESIGNER 
IMCRSR, r enables or disables 
the cursor /joystick simulation 
routines within AMX CONTROL 
IMOUSE.e enables or disables 
the AMX MOUSE 
IMOVEFOINTEH moves the 
pointer to a new mouse location 
(non destructive removal of old 

Kmter location). 
BANTER/? changes the icon 



used as a pointer. 

ISTEP^sxf.sy.ii sets the step sue 

of the mouse movement m x and 

y direction. The value range is 

to 128 

ISHOWPOINTER displays the 

pointer at the current graphics 

coordinates. It can also be used 

to drop chosen icons on the 

screens 

fTCRSR^fy returns the current 

text coordinates of the mouse 

into variables signified by tx and 

ty, 

IWINOOW^/*>y.rxfy l.Ot] 

crwiM a wsftiUm on tm m rtm 

The window has a shaded 
border similar to you know 
what -prog ram. If tS is specified, 
a title contained in tS is printed 
centrally at the top of the 
window with a line beneath The 
wi n do w is c r eat ed si mi la r to 1 h at 
available in Basic. Printing to the 
window is done by specifying 
the stream, PRINT # sn.Tharrs 
how'. 

ICON DESIGNER is a separate 
prop ram enabling the user to 
design his Or her own icons Up 
to 320 icons can be designed at 
onetime. Naturally ICON 
DESIGNER is mouse and icon 
driven. On loading the complete 
work area is displayed. On the 
left there is a 16 k 16 character 
design grid for the 16 x 16 pixel 
icon, Each pixel is toggled black 
or white with the EXECUTE 
button On the lower right; the 
[con is displayed in original Sue. 
The finished icon can be picked 
up and dropped into the waste 
bin, the 5 x 5 icon scratch pad for 
intermediate storage or directly 
to the icon file area, where the 
current 3? icon file is displayed. 
Loedi rvg and sa v i ri g t h e i to n f < tes 
is executed by pointing the disk 
icon. 

PATTERN DESIGNER is 
virtually identical to the ICON 
DESIGNER and allows you to 
create design putt ems tor later 
use in AMX ART. The pattern 
design area is split into four 

Suarters and each quarter is a 8 x 
grid Three quarters are 
symmetrical copies of the 
design quarter, so that the 
pattern can be designed to be 
continuous and symmetrical 



AMX ART is the graphics 
utility which shows off the AMX 
MOUSE abilities AMX ART it 
mouse and icon driven, has pull- 
down window menus and la the 
closest thing to you know what 
program for the AmsiNirj AMX 
ART requires AMX CONTROL to 
be installed The screen contains 

4 mapr menu tittes at the top, 
which, when approached with 
the mouse cursor, auromaiically 
pull down their drawers (if you 
pardon the expression 1 Ho 
reveal all the list of available 
options The options #re 
selected by running the pointer 
up or down the list and pressing 
EXECUTE, when the correct 
option is highlighted On the 
righthand side the Mode and 
Spray Size section is displayed. 
The window con be scrolled up 
or down by use of the scroll 
icons at the top and bottom to 
fiain access to all options. 

Only one drawing mode may 
be selected ai any one time with 
any of the available spray sizes. 
The left hand of the screen 
contains the PATTERN 
WINDOW, which again can be 
scrolled up or down. There are 
32 patterns, seven of which ere 
in the display window. The 
select edpettern is displayed in 
the PATTERN DISPLAY BOX at 
the bottom left of Iho screen. 
The FILE MENU contains all the 
options related to input and 
output. 

LOAD PfCT loads picture from 
tape or disk 

5 A V E PICT saves a created 
picture to tape or disk 

PRINT reveals a second pull- 
down menu for i he selection of 
the EPSON FX or AMSTRAD 
DMP 1 printer For the DMP 1 
option the screen will be printed 
in a x 1 format, m the EPSON 
option m a *2 5 format 
LOAD FILLS loads a selected 

Pattern fits created with 
ATTERN DESIGNER 
The OPTIONS MENU contains 
venous systems options* 
CLEAR clears the screen after 
positive confirmation 
GRIDLOCK provides an aid to 
technical drawing $ by locking 
the pen movement to within 
specified grid increments. These 
can be set for x1 4 x2, *4, *B„ x76 
pixels. 




Thinking Software?... 

...think Tasman 



TASWORO 6123 The Word Processor 



TASWORD 61 28 utilises the adduy^64Kofine™rvritheCPC61 26 The 
jvestertfuesthatareowBOKIcng TASWORO 61 £6 ncUsemoi merge 

and all the other features o* TASWORO 4640 With a new notepad nude and 

odheradditaiatcapabi^ TASWORO 61 28sto 

TASWDRDS 



TASWORD 61 2B for cte Amstrad CPC 51 28 



tac £24.99 



TASWORD 464-D The Word Processor - with Mail Merge' 



Thssctene*TASWUflOesp^ 
CPC464end664*sc*Tifl^ ThearJcfcw^faCJto^ 

Sffi and automate ^scne^^ 

Am^iTewteafWrstfieraim^ Ttisjvesmult^teprYteof vw 

standard tetters fprms.^tc . with each copy contArtrtQ, forfcuaropte a name 
aid address automat^ly taken Fram Thesdata 

c»te«nt»^gs^TASWOro46W) orcreaf^us^iteMastenfte 

^fiflf f^^F^yftff 1 (HK^ftflt 1 ApM8T^af^u6e^CGndCl0n^p(Yl|^1loltV 

is deluded - parts of a dbQura&Mt cafi be prated according to user^speof »ed 
cmna TASWOflD464-Dwionfy rw on, and sonry supplied on. ctec 



TASWORD 4640 



drsc£2*S5 



TASWQ RD 4G4The Word Processor 



ThertmmbmBr/iMfy^tmfQttkij^g^^d than tte program 

POPULAR COMPUTING WEEK! Y NOVEMBER 1 3B4 

Voir 464 becomes a pt^essiond stan^^ 

464 Suppted mmf^ witha 

OTtanstorji the program^ ^ Ths teaches flu 

wrtvrouas^\J^1fiSNQPB4& Whether you tor? senqus 

agptaafjcira^siii^ 

end the TUTOR fnrterteosy and enjoyable 



TAEW0RD464 



cassette £1*95 



TASWORD UPGRADES 



TASWORD 464 and Aroucrd owners send yorongf^ cassette or (tec {not 
U*pac«agn9)aspn3ofaffpLrdi3seand£1390 Yowronr^t^ be retarded 
tDB«herv*TASWORD464Dor TASWORO 6 128 on ttec 



TAS'SPELLTheSotli=nnCK 



TA&SPELi checisthe spelling of TASWORO 464-0 and TASWC 
tea foes TAS-SPELinasa*3wiervofi«)B«ONerttiientvmoifian 
wtwh are compared win the wnten your text fie You can add pr own 
soeci*swJwonteto the TASSPELL dictionary Ptease note that TAS SPELL 
witrty wort with TASWORO 4640 and TASW0RQ612S 

TAS-SPELL dscClfrSO 



* I n' _h |H 



T ASPR1NT 464 The Style Writer 



A must far dot-fnatra pmter owners Pnm ^ox program Lx^ptAar^teij^r 

b&a&diwatrQns^vrft&ie& TABPFW 464 uUfcses the graphes 

capJjJtJesofdot-nittrixpfTfliB^ 

output m a range of toe fonts varying -Vomthe Futirebc DATA-RUN to the 

hond-wr«iie styte of PAiACE SCflJPT TASPRfNT464dr«sthedot^T«m 

text files TA$PRINT464fvesyarout^ ConipJettly 

OTnpatl* with the 664 

COflPflCIfl - bold ind heiwj, 9««d for ttphisis 

Cfllfl^M! - fi FUTURISTIC SCfiiPI 

LECTURA LIGHT - clean and pleasing to read 

HED1RI1 ~ a serious business-like script 
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TASPRINT464 



cassette £9-90 dscCIHO 



TASCOPV 464 The Screen Copier 



A arte of t ast maehne code screesn copy sohwgrv for the€PC 464 and 6B4 
Pmt tigh ^resolution sowi copes m black arxJ ^te arxi ato larr^ si^aded 
copes wth different dot (tensities for the wiMticreen colours 

TASCOPY 464 also produces poster sue ween apes prated onto tm 
or foir sheets *hch can be alt and pomed to make the poster 



TASCOPY 464 



cassette £9-90 rttsc £12-90 



TASPfflNT 464 and TASCOPY 464 dnve tihe fgio^dQViittrw printers 
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Springfield House, Hyde Terrace, Leeds LS2 9LN 
Telephone (0532) 438301 
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SPEED change* the rale of 
movement of the pointer and 
with it the pixel sensitivity (fast* 
medium and slow). 
SPRAY GUN MODE On 
selection any of the 12 spray 
sizes may be set Spraying will 
produce the pattern selected 
from the pattern file, For 
freehand drawing The small dot 
size spray imitates a pencil, 
Spraying is only Accomplished 
by copying the pattern design 
within the spray sire area on the 
screen and not by spraying 
individual random dots This 
means that the spray gun cannot 
be used to vary the amount of 
ink by reputedly spraying the 



RUBBER MODE ernes the 
screen within the spray area. 
PAINT ROLLER MODE paints the 
required pattern in paint roller 
fa a fiton . 

FILL MODE filfs with the selected 
pattern 

FRAME BOX MODE draws a 
rectangle after selecting with the 
crosshair pointer the two 
diagonal corners ! rubber 
banding possible) 
FILLED BOX MODE operates 
similarity but fills the rectangle. 
CIRCLE MODE provides a 
crosshair for setting the 
centrepoint of the circle. The 
cursor is set to the desired 
radius and the MOVE button 
pressed, A temporary dotted/ 
dashed circle is drawn This can 
be repeated several times until 
EXECUTE finalises the desired 
Circle 

TEXT MODE seta the pointer to 
the letter I, which can be used for 
positioning the tert. Pressing 
EXECUTE tines the start position 
and the text may be entered. 

AMX ART is an excellent 
graphics package to show off 
the virtues of the mouse 
Positioning the pointer fast and 



light pen when comparing the 
ergonomics and accuracy of 
positioning, but the difference in 
price should be taken into 
Consideration when making 
comparisons. 'Mousing' 
requ i res physical training The 
user will be driving sever al miles 
in the course of a screen design, 
while chasing and catching a 
multitude of icons, opening pull- 
down menus etc . , . 
The only system to knock spots 
off the mouse is a digitising/ 
graphics tablet, hut with existing 
price levels this is quite beside 
the point In the meantime its 
back to squeezing mice, rolling 
down menus and chasing 
icons . . 

PENCIL MODE I To draw a line, 
the mouse has to be moved to 
the starting point white keeping 
I he MOVE button depressed 
Upon release a rubber line will 
follow the pencil until the 
EXECUTE button is pressed 
which freezes the line 
permanently For free hand 
drawing, the EXECUTE button 
can be kept continually 
depressed- 
COPY copies one screen area to 

another with I he use of a copy 

bo* area. This designated area 

may be moved around the 

screen and copied to the desired 

location 

The TEXT MENU provides the 

Setting of four printing 

parameters, PLAIN, BOLD, VERY 

BOLD and ITALIC. Up to six 

combinations are possible 

The LINES MENU allow* various 

forms of line drawing and filling 

10 be selected. 

B LAC K pro v ides N nes and boxes 

to be drawn in black, filled boxes 

filled with black. 

INVERT allows inverted lines or 

inverted filled boxes. 

WHITE provides lines or boxes 

to be drawn in white or filled in 

white. 















jj 



accurately with mouse is no 
problem on the correct iable 
surface. The choice of an ideal 
surface is important for the 
accurate and repeated 
positioning of the cursor and 

nded experimentation with 
different mate rials is 
worthwhile. 

The MOUSE is superior to a 
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The MODE ICONS require little 
explanation. 

Product: AMX MOUSE 
Manufacturer 1 Advanced 
Memory Systems Ltd. 
Price: offl.95 tine postage) 

Franco Frey 



ASSEMBLING IN A 
SINGLE PASS 



After teaming the most efficient methods for 
compiling tea bags in a teapot, our very own 
(no one else would have him) GARY UDDQN 
takes a dose took at a single pass Assembler 
from HEWSON CONSUL TANTS. 




Zapp is not a popular Commo- 
dore magazine (well it is but you 
need two z r % and one p it you're 
poingto Spell il properly h Zapp 
ts a Z80 assembly programming 
package. Written by Kerth Pro*- 
S*r, converter of DragontQrr; tor 
the Amstrad; 3Zapp contains 
an editor assembler and mon 
rtor and sets out to provide a 
complete code writing environ- 
ment in a on-e load program. 

The assembler is of the now 
rare, one pass variety This 
means it creates the object code 
in one assembly pass only. On 
old one pass assemblers you 
would find the program usually 
came across some problems 
during assembly time, wtii 
tried to turn a statement contai- 
ning a label not yet defined, >nto 
code For example , if you had 
the line JP LOOP and the label 
LOOP was further on in your 
code, ihe assembler wouldn't be 
able to cope, since it wouldn't 
know what LOOP equalled until 
it reached it in the listing and 
assembled it. The solution came 
in the form of a two pass ass- 
ambler On the first pass the 
program compiles all the code 
and makes notes on what the 
labels equal. The second pass 
fills in ell the labels making the 
code complete. 

Zapp is one pass but cleverly 
gets round the forward refer 
ence problems, The method 
employed is not foolproof and 
will sometimes give you an error 
message but the manual fully 
documents the shortcomings 
and suggests methods for avoi- 
ding such proWeroa.. The advan 
rage with one pass assembly ki 
the speed in which it can com 

6ile code — if S very fast indeed 
ut I feel a two pass assemble 
with aU its advantages, should 
have been used. 

The assembler gets its input 
from the editor in which you 
create your listing The editor 
expects the commands m ^ LA 
BEL MNEMONIC, COMMENT 
formal. The label and comment 
are purely optional and are 
down to your discretion, The 
editor gets its input from a 
command line st the bottom ot 
the screen . You type in a line and 
it appears in the listing at the top 



of the screen It's all very similar 
to the editor used by our friend 
the Spectrum In the listing is a 
cursor you can move up and 
down with the relevant cursor 
keys. Type a tine of mnemonics 
in the lower window and the 
editor inserts it at the cursor and 
renumbers the rest of the pro 
gram. As you type statements 
they anf automatically error 
checked before they go into the 
listing. If you need to edit a 
previous tine you move the 
sor on the top listing to the line 
to be changed and then press 
COPY, to COpv into the editing 
line RETURN replaces the alt 
ered statement As you type 
your program into the editor the 
listing is automatically 

formatted. 

All the standard pseudo-ops 
are provided including facilities 
to pat place bytes r words and 
text at the program counter 
Using ORG you can set the start 
address of the code and using 
the RLE command enables you 
to assemble from disk or tape 
No binary option is provided but 
both hex, decimal end ASCII are 

Krovided. Having no binary 
met* on can be a bit awkward 
and en option should have been 
provided. 

While in the command line, a 
number of direct commands are 
available to you. These 
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THE PEN 
THAT LIKES 
TO SAY 



ELECTRIC STUDIO PEN 



FEATURES/ 
FUNCTIONS 



SINGLE COMPLETE ON 
SCREEN MENU 



DRAG SCREEN OBJECTS 



JllPSCBEJEJjQBJECJS. 



CURSOR REMOVAL 



ELASTIC BOXES 



ELASTIC LINE 



ELASTIC TRIANGLE 



ELASTIC ELLIPSE 



ELASTIC 0IAMON0 



ELASTIC POLYGON 



ELASTIC HEXAGON 



ELASTIC OCTAGON 



ELASTIC CUBE 



ELASTIC PYRAMID 



CIRCLES 



SOLtO CIRCLES 



SOLID BOXES 



SQUP ELLIPSES 



_£ED£E£_ 



!IER SIMULATIONS 
ZOOM EDIT 



REVERSE/MmROR IMAGES 



REFERENCE BACKGROUND 



GRID BACKGROUND 



X.Y DISPLAY OPTION 



PAINT FILL 



COLOURWASHING 



RESIDENT SCREEN DUMP 



3D EDGE PLOTTING 



_I£XJ. 



9 BRUSH SIZES 



18 SPRAY NOZZLES 



4 BASIC TEXTURES 



TEXTURE VARIATION 



XOR TEXTURE SHADING 



RESIDENT SYMBOL/SHAPE FILE 



RESIDENT FLECK PRINT FILE 



26 PAPER COLOURS 



1 5 COLOUR/TONE PALETTE 



POINT SETTING 



FtXEQ POINT RAYS 



MfflROfl DRAWING 



HOME FUNCTION 



KEY CONTROL NUDGE 



JOYSTICK NUDGE 



AVAILABLE FOR 464 



■AVAIL AB LE F OR 6 34 



MODE i&2 AVAILABLE 



ESP 



YES 



YES 



YES 



VES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



_*!£_ 



YES 



YES 



YES 



YES 



YES 



YES 



_YI£_ 



_Y£S_ 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



_YES_ 



YES 



YES 



YES 



YES 



YES 



YES 
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_UQ_ 



jyo_ 



NO 



jyo_ 



VES 



YES 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



VES 



NO 



NO 



ML 



NO 



ml 



YES 



ML 



ML 



NO 



NO 



YES 



ML 



NO 



ML 



YES 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



YES 



NO 



_NQ. 



MO- 



VES 



NQ 
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DUE TO LACK OF SPACE. WEARS NOTABLE TO L 1ST 
THE OTHER 20 - FUNCTIONS OUR PEN tS CAPABLE OF. 



AVAILABLE FOR: CPC464 O 



N TAPE 



Also available: 



CPC464 ON DISC lincL 



CPC664 ON DISC 

High Res Graphics Program for 
more serious applications (includes 
both Mode 1 and Mode 2} 

TAPE OR DISC 



WHILST OUR COMPETITORS 
MOSTLY SAY NO! 



LOOK! 



5 J 

H 







JUST SOME OF 
THINGS YOU 

THIS COMPLETE 
LIGHT PEN 
PACKAGE 



USER DEFINED CHARACTERS 



1 1 yIB 




FREEHAND DRAWING WITH THE GRAPHICS PROGRAM 




GAME SCREEN DESIGN wrTH COLOUR EDITING FACILITY 




SCHEMATIC AND GEOMETRIC DESIGN DRAWINGS 



AVAILABLE FROM ANY GOOD 
COMPUTER STORE 



If you have any difficulty obtaining out products, pieasa send 
ehequfe'P.O 10 

THE ELECTRIC STUDIO 

P.O. BOX 96, LUTON LU3 2JP Tel: (0582) 595222 
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commands are prefixed by •. To 
assemble your code you us* 
■ASM If you specify, you wn 
tell the computer where you 
want the code to sit and any 
relocation address Using (he 
re locator. its possible to assem- 
ble code thai sits in the same 
area of memory as the assem- 
bler and then relocate it man- 
ually afterwards *ASF requires 
no source code in memory and 
assembles from disk or tape, 
The same options for code rel- 
ocation am available as in the 
'ASM command. For loading 
and saving there ar® four com- 
mands \n all two for source 
code and two for object code. To 
save out your source file you use 
'SSR and then the filename, 
load is 'LSI! To save code # SCD 
is needed and for loading *LGD 
should come in handy. Other 
commands are implemented for 
printer Output, returning to 
BASIC, executing your code and 
jumping to the monitor. 

The monito? is of standard 
quality and Chough it provides 
no previously unheard of ebid 
ties, it can do the job it was 
designed for, competently Edi- 
ting and altering memory h 
painless and debugging prog- 
rams is greatly accelerated by 
being able to set any register 
from the front panel. You can 
also set break points from (he 
monitor, allowing handy pauses, 
in your proggy so you can see 
what's going on 

Overall the whole package is 
quite useful and achieves its 
aims quite well The editor is a 
little awkward though and com 
pared to Amor's and Hi -Soft's 
utilities, it really m quite prime- 
live. A lirtfe detaif that ennoyed 
me was the way ihe whole list 
ing was updated and reprinted 
when you moved the cursor up 
Or down. When wading through 
a hefty Msting, things started to 
slowdown. 

The format of the listings was 
a little awkward and there was 
no control over format Features 
I really missed though, were the 
total absence of macros and 
conditional assembly These 
were almost certainly left out 
because of the one pass nature 
of the assembler. These features 
are available on other assemb 
lers but more often than not 
you'll find yourself paying 
double for them, For the price 1*3 
say it's a very good package 
indeed but if you're going to be 
writing a great deal of code, it 
may be worth investing in a 
more upmarket assembler 

Zapp from hewson Consultants 
costs £14.95 on cassette 




QUICKFILE 



Producer: AL Beech 
Price: £7.95 cass £1195 
disk 

The first point to examine about 
any database is how long a field 
can be. As long as a piece or 
String, or will more than 40 char 
acters do it an injury 7 Mssterfite 
from Campbell so ft handles 
large text files very well mostly 
because it is so flexible in the 
way it can display files and 
fields You can for. example, 
enter an entire address in one 
field and stilt have it displayed 
on one line- But if you want to 
perform cross file or field calc- 
ulations then Maswrfite cannot 
help, This particular area seems 
to be the strength of Qvtckfifa 

Getting on and In 

Setting up a file works very well 
Once yoy have selected ihe opt 
ion the program asks for the 
name of the file to be created. 
The next stage is to enter the 
number of fields that you want, 
the maximum being IS. The 

fjrogram suggests that the 
ength of data in each of the 
fields is kept under fifteen char 
acters, this is because the 
window which displays the 
fields only occupies the left 
hand three-quarters of the 



screen, so any field wider than 
the window has to wrap round 
onto the next line making the 
display very untidy If you want- 
ed lo keep an address then you 
would assign the house name to 
one field, street to another and 
so on. That method is manage- 
able, but it can eat up the fie id 
aMowance. 

The record design stage term- 
inates with the computer asking 
if you want any of the data to be 
calculated from data in other 
fields. This is potentially a very 
powerful option You could set 
up a stock record with three 
fields, quantity, unit price and 
stock value The stock value 
could be calculated by the prog- 
ram, from the other two fields. 
Quttkfite allows formulas to inc- 
lude the four basic operands as 
well as percentages, although 
you are restricted by only being 
able to use two fields to make up 
the third But if there are some 
fields to spare and a little care is 
exercised, it's possible to buifd 
up a complex mulii field for- 
mula by putting temporary rM- 
ufts into one field, which can 
then be used lo supply data for 
another, 

Once the file is designed. 



entering data can begin — a very 
straightforward operation. The 
computer writes trie field name 
in a lift \e box at the bottom of the 
screen and (hen waits patiently 
until a decision is taken as to 
whal to put in it Each field is 
presented in turn until a record 
is complete. Any fields that rely 
Dfl their contents being calculat 
ed from other fields fill with data 
as soon as the source data has 
been supplied, 

If a misiake is spotted after 
ENTERing a field then you have 
to wait until the rest of the record 
is complete when the computer 
a&ks This record OK Y/N A N 
response is greeted with 
Another Record V/N The logical 
types among us might be tempt 
ed to say a no. I want ro correct 
ihe last one first p Weil the logic 
a I ones would be wrong. Ans 
wering yes results in the incor- 
rect record being presented, 
except that now it's blank and 
the entire record must he enter 
ed again. This may seem a 
rather clumsy way way correct- 
ing mistakes but it really isn't too 
bad. The alternative course is to 
stop entering data and return to 
the rrrain rnenu r end then on to 
the REVIEW section which 
allows the editing of individual 
fields without having to obliter- 
ate the entire field. 



Cut And Run — The 
Editor Mode 

At some stage you may want to 
alter the design of the records in 
a file Qutckttte offers a degree of 
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The Amazing Amstrad Omnibus 



Tim Hartnell is reputed to own a 
gold plated ZX 81 I wouldn't be 
at all surprised if he did, after afl 
back in the early days he was the 
chap who almost single handed, 
filled the huge demand for home 
computing books. I always 
remember being disappointed 
when I had typed in one of his 
wretched listings, only to find 
that it wouldn't work. It wasn't 
always my fault either, I learnt 
more about BASIC by having to 
correct his programs than I 
could ever nave done from a 
standard textbook Well Tim has 
moved on now and instead of 
writing the books he has turned 
to publishing them. Trie 
Amsung Amstmd Omnibus 
fC 7,95 fnferfac&t ** one of his 
Mast offerings 

Whet author Martin Fairbanks 
has attempted to do is to put 
together a series of subjects 
which he hopes wifl interest the 
novice Amstrad user I say 
novice because the book is quite 
clearly set at an easy level r 
though some of the subject 



areas are of general interest as 
well The book is divided into 
nine sections, the largest single 
being devoted to artificial 
intelligence which takes up 135 
of the book 's 4 1 5 pages , Other 
subjects include creating 
adventure games r structured 
programming, the Amstrad disk 
system and Logo 

All the sections have a large 
number of type-in listings fire 
vast majority of them are won h 
the trouble, especially if you are 
keen to iearn how the programs 
work. A great deal of attention 
seems to have been given to the 
structure of the programs so it is 
quite easy to work through 
them in many ways this is one 
Of the book's strongest prnnis, 
and it deals with a wide range of 
computer orientated subjects 
giving detailed example 
programs, which aids a deeper 
understanding of the topic in 
particular, and computers in 
general. 

( was particularly taken by the 
section on artificial intelligence 
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You have probably heard about 
the setf leaching TIC TAG 
program, well now you can type 
it in and learn how rt works An 
ideal way of teaming some of 
the basic principles of A I Later 
the section introduces topics 
that previously I would have 
crossed the road to avoid — 
search trees, expert systems, 
machine translation and self 
learning systems. Afl good stuff 

The least useful section rs that 
dealing with the dtsk system 
Apart from the interesting 
potted history on the creation of 
CP/M it's about as informative 
as Ihe Amstrad manual 

I a m i mpr essed with t h is book 
The author man aged to keep the 
writing light and enjoyable: 
throughout there are little 
pockets of wisdom which are 
deli ghtful Very worthwhi le 
Thank you Martin, and much 
better Tim 



Jeremy Sp&tKSf 
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record editing power The 
names of fields may be changed 
and. if any are calculated, 
change the formula. Extra field* 
can be added, up to the max- 
imum of 18 but only one at a 
time If you wanted to add two 
fields to a record, then the file is 
saved out and reloaded before 
addmg ihe second record. 

Files may be searched for a 
particular record and the search 
may be conducted on one 
named field. The computer can 
search for embedded test as 
well as whole words. For exam- 
ple, all records could be search- 
ed which related to people 
whose names ended with EMT. 
No, I don't have a clue why you 
would wani to do thai* it was 
qnry an example after all But 
you can see that If you forge i 
someone's initials then the 
appropriate record can be loc 
a led with just the surname, or 
even part of it. When the record 
has been found it may be amen 
ded F deleted or left unchanged. 

Report 

From the reports menu a 
reasonable range of useful out- 
put may be produced, either on 
the screen or on The printer. The 
libel option has a rather un- 
assuming name, it does a little 
more than you might expect 
Frrstly you can print out parts Of 
records with the fields printed in 
any order. Data may be printed 
condition ally, re print field 2 if 
the data in il is greater than 4, or 
lass than or equal to* etc 
Where you have fields of num- 
eric data you can ask for a total 
report which presents a list of 
the field names and a total of the 
data in each field across all of the 
records. Thai could be a very 
neat way of keeping a total stock 
record 

The only option that lets this 
program down ts the son 
Although the sort can be based 
on any chosen field containing 
alphabetic or numeric data, and 
sorted into ascending or 
descending order — it's a stow 
process. So slow in fact that 
Amstrad launched a new mach- 
ine by the time the program had 
sorted my test file. My last moan 
is that the error checking could 
be improved Mr Beech flatter? 
me when he suspects that I 
won! enter the same field 
number twice when telling the 
label designer the order in which 
to print the fields. Or even ask it 
to calculate the contents of one 
field by multiplying that field by 
rtaerf 

For the careful user this is a 
very elevet program. The sort 
routine needs seeing to, pet- 
haps that could be put into 
machine code Otherwise Quick - 
fife is worth every penny espec- 
ially to those keeping numeric or 
short alphabetic data items* This 
would be ideal for keeping stock 
records At the ^nd of the day 
you could simply alter the qu*n^ 
tity change and, as if by magic, 
the total stock value could be 
printed out- 
Jeremy Spencer 



TASWORD 
6128 

the re-re- 
vamped word 
processor 
from Ta sword 

Now there are as 
many versions of 
TASWORD as there 
are Amstrad 
computers. 

TASWORD 6128 is the 
third upgrade of this 
highly successful 
word processor from 
Tasman software. 



The vary first version of 
Tasword was a cassette based 
system that boasted a wide 
range of respectable features, 
Apart from a comprehensive 
range of cursor and delete con- 
trols, the original package also 
possessed powerful cut and 
paste options. The TAB and 
margin commands also helped 
to produce very complex doc- 
uments with ease Entering text 
using Tssw&rd is a delight. The 
program supports the word 
wrap feature so that the writer 
can Forget about the edge of the 
screen, the program makes sure 
that any words that will not fit 
onto a I i n e are t r a n s po rt ed to the 
beginning of the next. Depend 
ing on your taste, text can be set 
as ragged right or justified, A 
single document can be pro- 
duced with paragraphs usmg a 
variety Of margin widths and 
justifications from the begin 
rung Tasman have tried to make 
their word processors 'open 
plan', A wide variety of features 
may be customised, from the 
mundane like cursor shape to 
l he definition of printer control 
codes enabling tasword to be 
used with a wide variety of prin- 
ters 



A history of gradual 
enlargement 

The first Tssword allowed just 
over 13K of text storage. The 
next* Tasword 364 Q, had room 
for an extra 6000 characters, but 
to achieve this, Tasman remov- 
ed the main menu from the edil 



TASWORD 
6128 

L A 



The Word Processor 



Tasman Software Program 

fprttM 

Arm trad CPC6128 



prog r a m T h r s mea nt wa it i ng for 
an overlay file to be loaded 
before saving a file or printing it. 
This Slowed down Ihe program 



operation and forced people* 
with only one drive to keep text 
files on the same disk as the 
program files But there was one 
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Another mw future is the 
inclusion of notepads, four of 
them- The notepads are bolted 
onto the end of the help screens, 
to reach them you simply scroll 
past the last help page and into 
the first notepad. The user tan 
either write directly onto a note 
pad or move a section of the edit 
screen into it. You cou«ld set up a 
letter or invoice heading and 
then save iff out with the TaA- 
w(?rd prog rem. The next time 
you load the program in the 
template can be moved into the 
le*t are*. However, the onry way 










TEN TASMAN WORD PROCESSIN 
SYSTEMS UP FOR GRARS 



y 



advantage of the Split, it meant 
Tasman could increase the size 
and complexity of the two prog- 
rams They took advantage of 
this by adding a very powerful 
data merge facility which en- 
abled the same letter to be sent 
to a large number of different 
addresses. The data merge 
program also allowed condit 
lonal printing, m a fetter would 
be printed only if predetermined 
conditions had been satisfied 

And now . . . 

Robin Thomson saw the 61 28 as 
a means of sneaking the mam 
menu and the data merge prog- 
ram back into the edit program, 
while at the same time satisfying 
his desire for large open text 
areas. The newest version of 
Tasword offers a rna&*iv£ 66,000 
characters, that's enough room 
for 10,000 words — just now are 
we meant to fill all lh«s Ro£?in? 

Apart from simply being able 
to go directly to the edit pege 
from the main menu, Tasword 
6T28i&a lot more than the 464- D 
version squeezed back into one 
program, mere are a number of 
small but important changes. To 
begin with the only way you 
could add text within a line was 
by opening up the text first, The 
new version has an auto insert 
feature ensuring that no charac- 
ters are over-typed, instead they 
are chunlered along to make 
way for the new text. Auto insert 
dOM not work as quickly as 
some of the expensive CP.-M 
baaed systems but ii does offer a 
much neater means of inserting 
text than previous versions. 
However, while it ensures that 
the paragraph into which you 
are inserting text is kept in the 
appropriate former any delet- 
ions still demand you re-form 
manually However the speed at 
which the program reforms texl 
has been greatly improved, 
mostly because the user can sel- 
ect a mode which does nol 
display the characters moving 
about the screen, instead the 
task is done off screen so the 
newly shaped paragraph app 
ears as if by magic In fact text 
movement in general has been 
speeded up, lines of text scroll 
up and down the screen much 
more smoothly than on the 
previous disk version, 

Especially for doodlers y t 
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your spelling 



four CompoiLtmn Mm ion 
ifoesn 1 jU4t orgamse 
competitions for the garner 
players amongst y oti Oh No He 
leavers away without pay. late 
into the night after everyone 
erse has deserted AMTIX ' 
Towers lor the warmth of local 
hostelries, sorting out 
competitions and writing them 
up so you can win lots ofpn res 

And after twisting a few arms 
at TASMAN Igently. mind - 
this Minion is no n violent ) d we 
now have ten complete word 
orocessinq packages on offer 
Mot only will our lucky winners 
receive a copy of TASWOflO 
they win also get TA3PELL. a 
spellcfiecfcer with * simply hmn 
dictionary of words ready to 
make sure thai spilling mil ark es 
are a fing of ihe parst for ypou 

Now everyone needs to write 
letters — if only lo a host of 
Aunlies every year, thanking 
each of them for the "or rid 
knitted scarf they ' ve slaved over 
for months and sent you as a 
Clinrnbrepressy Whether its a 

T,l vrry Mill. Jl AliPIIm- IrlliM 

you wa n t to wi ite , ot * comptei e 
thesis on thermodynamic 
nuclear physics, your Amstrad 
running T A SWORD can hetp 
you out 

So how do you get hold ol a 
freebie version of this dynamic 
duo of word handling 



fymjiam*? Ecitfpr this 
competition, as if you hadn t 
guessed, and it s alt about 
words 



1| What s ihe difference 

between an indigenous man 
and an indigent one 1 

2) II you decimal t* a force of two 
thousand men, haw many do 
you have left at the end ol the 
process 7 

3] What's a carpetbag get? 

4) Who gets a rough deal out of 
Parricide* 

5| What sort of person is a 
parsimonious one 1 



Entries, please, to TASW0RD 
COMP AMffX' POBGX to, 
LUDLOW, SHROPSHIRE SV8 
1 DB lo am ve by 16th December 
at the very latest Correct 
entries will be tJr^wn out of the 
giant economy si/^ff. huge, 
massive, enormous, spacious, 
colossal, monumental ('"-Tit 
enough fftG wttrits fD\ 
I'.'tlMJtjf Kird h(H we use lo* such 

FhlUi, is I't -l.lCtS 
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Perfect vow documents with 
Tasman Prize Set 
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| the contents of the notepads can 

H be saved with a text file is by 

J unloading the notepads into the 

I edit screen before you save the 

f !(i 



Some further 
refinements 

The find and replace options 
have receded a much needed 
face- lift. $o that it is now poss- 
ible to ignore the case of a word 
M well as veto individual 
replacements While the find 
and replace command* are a 
significant improvement it still 
lacks the flexibility and power 
offered by the likes of Wordstar. 
You cannot* for example, look 
tor a comma because they ere 
invariably attached to the end of 
.1 word and Tssword can only 
find whole words. 

The other versions of Tazwprd 
always seemed to get Josi when 
I hey returned to a text file after 
performing an exterior oper- 
ation such as a mid-file save. 
Now all of that's in the past 
When you feturn to the text the 
cursor is in exactly the same 
place that it was when you left 
Line Delete was a necessary 
command but it was easy to in- 
voke accidentally I am glad to 
say that it has met its match with 
Line Un -Delete, that should 
reduce the profanities, One 
extra that isn't mentioned in the 
excellent handbook is Delete 
Bak file. This commend was 
present on the 464-D version but 
it appeared more as a bug than a 
feature invoking it is still a 
strange affair When you have 
selected the SAVE FILE option, 
enter an illegal hie name, per- 
haps one with 15 characters. 
After the error report has 
appeared you notice the words 
'Press DEL to erase all BAX files. 
Very useful for those with 
crowded disks, 

More power less strain 

T*i word has truly grown up. 
While ii falls behind some other 
word processors with its FIND 
AND REPLACE and AUTO 
INSERT commands, it still offers 
powerful features for less brain 
dram This is mostly because it 
has so many user defined feat- 
ures that are very easy to set up 
One could, for example r very 
easrly set up complex doc- 
uments with many different font 
styles and line patches, To add to 
this printing power,, all four fonts 
can be used in the mam body of 
the program and still leave a 
substantial text area. For £24.96 
you get a powerful and easy to 
use word processor and a 
superb data merge program. 
Once you have a copy you may 
be knocking off 10,000 word 
letters by the dozen 

Jeremy Spencer 
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GETTING IT SPELT 
CORRECTLY 



TAS-SPELL 



The Spelling Checker 




At fast TASMAN have come to Jeremy 
Spencer's rescue with a spelling checker that 
may just hefp him over his mentat b/ock on 
word formation. 



H is a fact, universally adtnowl 
\ that a poor typist In 
ts ton of a good word proc- 
r, must be in want of a spell- 
ing checker: Word processors 
are ideal toots for those of us 
who ere not fart and accurate 
typists No matter how many 
mistakes we make, corrections 
are easily performed without 
copious amounts of liquid 
paper. H is true that the novice 
typist may spend most of the 
lime looking at the keyboard, 
not at the screen, so it's very 
easy lor the occasional sHp to 
get past — and then, of course, 
there is the dreadful possibility 
that a word may be incorrectly 
spvrt. 

Without wanting to get too in- 
volved in the theories of spall 
checkers I really should mention 
some of their limitations. Ascenr 
and assent eie homonyms. Well 
they are words as well bui they 
have the quality of sharing a 
common pronunciation but with 
different spelling and meanings. 
The spelling can only be judged 
correct in its context. My spell 
ing checker would not find an 
error with 'Graeme was so over- 
weight that the assent up to the 
art department nearly killed 



him, Alas, context checkers are 
a long way off. Another limit 
ation of spell checkers is 
imposed by the type and siie of 
dictionaries that they refer to A 
dictionary of less than 10,000 
words is regarded as being too 
small but even very large dict- 
ionaries could not be expected 
to Store words which are used in 
specialised writings. A good 
spelling checker should not only 
have a large dictionary, but 
should also allow the addition of 
words, or even open a special 
dictionary, 

Tas-mll 464 and 6128 

There ere two versions of Tas- 
spetL one for the Amstrad 464 
wilh disk and another for the 
Amstrad 6128. Both programs 
give a Similar performance and 
work in the same way but they 
are not cross-compatible. 

The Tas-spell dictionary has 
Over 20,000 words and allows 
word addition. Once the master 
piece has been composed and 
saved to disk you return to the 
main menu and select the ff opt- 
ion. Once the program has 
loaded you are asked to make a 
few earth shattering decisions. 



The moat important of which is 
whether or not you should select 
the primer option, in which case 
at Hie end of the spell check you 
are presented with a list of m 
correctly spelled words and 
their position in the text file The 
number trapping option can he 
used to force the program to 
ignore any words containing 
numbers. 



Writing wizzarts, check 
your spells 

Having to find the words m a 
document by looking up I heir 
line and column numbers can be 
a Irttlp tedious, so many users 
might prefer to do all of the work 
directly onscreen, Whileyou are 
waiting for a misspelling to 
appear, the program is checking 
your te*t against a number of 
dictionaries, these are divided 
up according to word length and 
alphabetical priority Thrs may 
not be the most efficient method 
Of Storing words since the prog- 
ram may have to make up to 
twenty passes to compere the 
text against all of its words 
When an un- recognised word is 
found, the five lines of text 
which surround it in the file are 
displayed in a window with the 
word highlighted 

Once you have the alleged 
misspelling in front of you Tas- 
spell offers three courses of 
action The word may be added 
to the dictionary which, so long 
as the word was correctly spel 
led, enables a customised diet 
ionary to be built up If the prog- 
ram highlights a word which is 
correct but you don't want to 
add rt, you can ask for u to be 
ignored. The most important 
command. Change Word, works 
differently depending on which 
version you are using. Ta&wortf 
464 D prompts you to type in ihe 
correction {no longer than thirty 
five characters) If you press 
Enter after typing in the Cdf rec- 
tion, the old word is deleted and 
tho new one inserted, bu 
paragraph gets re justified 
which could be disastrous if the 
misspelling occurred in a table, 
To get o ver this problem press- 
ing CTRL-Enter forces the prog 
ram to insert the new word m 
overwrite mode, and not re- 
iustify the text. 

The 6128 version of Tasw&rd 
works in a different way Once 
you ask the program to change a 
word you are returned 1o the 
mam editing program with the 
cursor positioned at the start of 
the misspelled word. You are 
then allowed to perform any 
editing operations that you 
choose with the full power of 
Tasword at your disposal 

The Tasword dictionary 
respectably large. Not only does 
it allow you to add your own 
words but you can also set up a 
brand new dictionary custom 
ised for specialist use. Because 
of the way the dictionary is used 
it does tend to be a hftte slow. If 
you asked it to print out the spel- 
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the hyphen to be a character and 
looks at one word. The result 
being that a lot of hyphenated 
words foil the test The same is 
true of apostrophes. Don't fails 
the test If you ask the program 
to ignore a word it does so, but it 
highlights the word again if it 
finds rt elsewhere in the text. 
All in all Tasword does offer 



the rare feature of allowing the 
user to view the wofd in context 
of the text and this tan he very 
useful. My severest criticism is 
the speed at which the program 
works but I should point out that 
this is tempered by the overall 
perfection which has been ach- 
ieved. Any spell checker relying 
on AM S DOS immediately faces 



ling mistakes from a 1200 word 
document you would have 
about eight minutes to make a 
Cup of tea, that's how long it 
fakes to complete its twenty 
passes The checker deals wilh 
hyphenated words in an incon- 
venient manner. Instead of 
looking at the hyphen as a space 
and checking two words, it takes 



a handicap. Tasrnan have pro- 
duced a very worthwhile system 
that meets, with ease, the 
requirement of all but the most 
prolific writers — but even they 
may tie grateful for the coffee 
breaks, 

Producer Tasrnan Software 
£ 1 6 50, both versions 



MAKING SERIAL CONNECTIONS WITH RS232C 




The AMSTRAD RS232G Serial 
Interface comes in a smart dark 
grey moulded plastic case with a 
nbbon cable to connect it to the 
computer. A separate power 
supply is provided to ensure that 
problems don't occur with per- 
ipherals drawing too much i 
rent 

A through bus is provided to 
allow another peripheral to be 
used WFth the RS232C- here we 
come across the first snag, 
Unfortunately AMSTftAD Disc 
Drive Interfaces for the CPC464 
do not like running down a 
length of cable or even, it seems, 
across a relatively short piece of 
circuit board TTie through con- 
nector cannot therefore be used 
to connect a DDi t : instead an 
additional edge connector has 
been provided on the cable into 
which a short piece of circuit 
board has been inserted. The 
intention is that your DDt 1 
interface then plugs onto this 
additional board — evidently an 
afterthought, as the addendum 
to the manual illustrates A very 
ctumsy arrangement, and not a 
guaranteed solution as The disc 
interface is still effectively 
attached down a ribbon cable i 

Connection to the outside 
world is achieved via the stan- 
dard 25 pin D-type conne^ 
ftie pinout of which is fully 
documented in the accompany- 



ing manual. The manual is very 
well presented, with an initial 
section full of "magic spells' — 
obviously aimed at novices to 
the world of RS232 - which take 
the u£@r through the stages 
necessary to link your AMST- 
RAD with whatever it is you're 
communicating with, Every- 
thing is covered, from making 
the cable to writing jj program to 
transfer data . 

The second part of the manual 
lists in detail all the Resident 
System Expansions i external 
BASIC commands! provided, as 
well as describing how to use 
them. Certainly all the technical 
information is there, but a few 
more examples of using these 
RSX commands would not have 
been unwelcome. 

The software comes on ROM 
in the form of RSXs, and 
AMSTRAD have taken some 
trouble to provide support for as 
many applications as possible. 

The interface can be config- 
ured for a variety of baud rates, 
stop bits, data bits and parity 
with the jSETSIO command (do I 
hear strains of CP/M Plus?}. 
Baud rates are selectable from 
SO to 19200 with a good spread 
in between, including all the old 
favourites. 

Handshaking can be either 
performed in hardware or not at 
all — no provision for software 



In the past few months, an interest has arisen 
in using the AMSTRAD range of computers 
for communication applications. As always, 
AMSTRAD themselves have risen nobly to 
the task, and have now released the fruits of 
their labour onto an unsuspecting public — 
an RS232 interface for £49 95. We decided to 
take the lid off the AMSTRAD interface (as 
well as anything else that wasn't screwed 
down) and can now pass on the full inside 
story. 



control (XON/XOFR has been 
made except tor printer support 
Although tnis is not disastrous, 
there are certain occasions 
when it is useful, particularly 
when communicating via 
modems with systems such as 
BTGOLD. 

Having configured the inter- 
face you then nave to choose 
your application, which may be 
file transfer, terminal emulation 
or PRESTEL emulation. 

There are two types of file 
transfer supported, a simple 
ASCII transfer and a synchron 
iS&d 'intelligent' transfer The 
simple ASCII transfer involves 
either sending or receiving an 
ASCII lextfile which is termin- 
ated by en end of file marker 
(usually control -Z). the relevant 
commands are UNFILE and 
fOUTFILE. 

The i nielli gent file transfer 
incorporates facilities for synch- 
ronismg the receiver and trans- 
mitter and for automatic defec- 
tion of errors The transfer uses 
a block protocol where any 

blocks containing errors are 
retransmitted, until they have 
been correctly received The 
protocol works 100% over a 
direct connect line, but hflsyel to 
be proved over a 'phone line 
with a couple of modems. 

Terminal emulation is of a 
straight forward "teletype' var- 
iety. Control codes may be dis- 
played on screen, obeyed, or 
ootn r which is useful when test- 
ing a link, One feature that could 
have been included is supres 
si on of some Control code* — 
it's very infuriating to have the 
screen change mode and the 
inks start flashing when you're 



trying to establish a link to 
TBimcom Gofd, Jo/ *n*t*nc*. 

The software starts to suffer 
when the terminal is operating 
with no handshaking enabled. 
Characters si art to be missed at 
1200 baud, which isn't much use 
if you've dialled the latest instal ■ 
ImenlofMUD' 

The Final application suppor- 
ted is PftESTtL lerminal" emu la • 
lion. Here, the implementation 
is sufficient; but by no means 
complete AMSTRAD have gone 
for a f liN 8 colours with a com 
pressed mode character set. 
that is readable but not marvel 
Sous — a bit of a let-down, With a 
little more time and a few more 
sheets Of graph paper they could 
have produced something that 
wasn't as harsh to the eye 

Probably the most serious fail- 
ing is the lack of support for 
dynamic frames If the informs 
tion is sent line by line in an 
orderly fashion then all is fine, 
but if the cursor starts moving 
back up the screen, then the 
software it arts lo fall behind. 
Although the final effect is the 
same, the way the screen is built 
up does not match the page 
designer's intentions. 

CP/M Compatibility 

Naturally The RS232C is built to 
the Artisoft recommended serial 
interface hardware specifics 
tion. so it's not surprising that 
the RS232C is compatible with 
CP/M 2.2 and CP/M Plus. 
However there are a couple of 
shortcomings, 

Users of CP/M 2,2 will know 
that it supports two special I/O 
devices, each of which cqrres 
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pond to a channel on a theore- 
tical Serial interface. Unfortun- 
ately you can Only us« one 1/0 
device, as Arnst red's own 
RS232C interface has only one 
Channel CP/M PLUS users 
won't noti co this, 0$ only one 
device i& supported under PLUS 
(the SlO devttef. However, ff you 
need to use hardware flow 



control, then a patch is needed 
in the BIOS AJihough the sort 
ware modification needed is 
well documented, it is fusl about 
impossible to perform unless 
you have two disc drives 
available 

There are two sections within 
the manual thai detail how to 
use the RS23ZC with the utility 



A WORLD STANDARD 




The growth of the computer peripheral 
market especially in the area of 
communications, has produced a targe 
number of add-on goodies, most originafiy 
designed for the BBC micro. Now 
manufacturers are hoping for a new tease of 
fife for their o/d products by tempting 
Amstrad computer users. This month AM TtXf 
takes a iook at the MtRA CL E TECHNOL OG Y 
WS2000 MODEM. 



programs such as SETUP, PIP 
and SETSlO sup p Nod with either 
CP/M 2.2 or Plus. 

And finally .... 

Overall the package is well pre 
sented with excellent documen- 
tation One cannai help feeling. 



however, that AMSTRAD might 
have been better off perfecting 
one application rather than 
attempting to cover several The 
end result has been a product 
which it capable of being used 
for several applications, but 
which is a bit cumbersome to 
use and lacks polish on finer 
details. 



Miracle have managed to implement most of them. Not all of the 
modes are immediately available (the BELL 103 and 202 standards 
for instance) because they are not compatible with the British 
Telecom network and are provided for overseas use. Figure 1 
summarises the five UK standards which are available for operating 
everything from bulletin boards to Prestel and user- to use* 
oomrtiu nicati ons. 

In add it ion to the f r ont pa nel com roll, the WS 2000 can be software 
controlled wrth the User Port available on the back panel. Unfort- 
unately this is only BBC compatible at present, so a parallel interlace 
With a lot of effort is needed to make use of these features with the 
Amstrad computers, 

USER TO USER 

This type of communications involves sending dale b e t wee n two 
computers with a similar type of s pet a I software, sometimes 
incorporating error correction to overcome errors during trans- 



CONNECTING UP 

The WS2000 is a mains powered direct connect modem that plugs 
into any of the new style British Telecom square sockets. Cheap 
acoustically coupled modems need to be physically attached to a 
telephone handset every lime you need to diaf up a database, direct 
connect types plug in instead of a telephone and Ate therefore that 
much more convienenf and quicker to use P as well as being for more 
reliable. The WS2000 comes with plenty of lead to attach 10 the 
telephone socket, as well as providing a socket on the back to allow 
any existing telephone, already occupying a BT socket to be used in 
parallel 

The modem has an industry standard 25 pin 0-type socket for 
connection to an RS232C serial interface: in the case of the 
AMSTRAD serial interface a male-uHfemjie lead is required, 
unfortunately the one supplied with the unit was a male-to-male lead 
and so some rewumg was necessary before it could be connected 
up. The standard modem does not come with a lead of any kind 
which must therefore be bought separately 

The modem was tested running terminal programs with the 
Amstrad RS232C &f\d HoneySofl HS Si serial interfaces, and 
performed well. 

APPEARANCE 

The WS2000 appears more cumbersome and bulky compared with 
its counterparts from Pace and GEC. The most striking thing about 
the WS2QO0 *s the unusually large number of switches and red lights 
on the front panel [LEDs to the more technically advanced). These 
select operating modes and sefve to indicate the state of mains 
power , receive and transmit data, earner detect and whether the 
modem is on line. The casing is too small to allow a telephone to sit 
above It definitely a failing for the person with a cramped desk. 

The Modem comes complete with an application form for Prestel 
and Miqronet 800. together with a 1 7 page manual and a photocopy 
of some useful telephone numbers to get started with. The manual 
assumes some technical knowledge and may prove confusing to the 
novice user. 

FEATURES 

This modem has been designed to operate on telephone networks 
throughout the world (the WS stands tor World Standard I and 



***wtn 



ta& 



FEATURES 

V21 300 baud Full Duple* ( answer/original »J 

V23 600 baud Half Duple* 

VZ3 1200 baud Hah Duplex 

V23 1200/TBFull Duplex (Prestel Terminal) 

V23 75/120QFull Duplex (Prestel Host) 



mission Typically a slow 300 baud full duplex link would be used, 
but the WS2000 helps out by providing a fast 1200 baud half duplex 
mode, where data is transmitted first *r\ one direction and then the 
other, The problem of getting the* modem to swap from transmit to 
receive is easily done by using the Request to Send siq rial The 
HoneySoft HS-ST worked well when transferring files with this 
method. In the past, half duplex often involved the use* in pressing a 
key to swap the line round! 

FINALLY 

Overall the W520Q0 achieves a lot, far more than most applications 
will ever need, and at £ 129-95 (inclusive) at a cost that is less than 
many of its rivals with fewer features. The appearance could be 
improved upon, perhaps wrth styling and colours to suit the Amstrad 
a bit better. 

CHRIS HOMEY 
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The rustle of dinner jacketed sleeve against baize 

the click as the white ball nudges against the red, 
urging it on a journey towards the pocket . . . . the Daz 
whiteness of the referee's gloves astheypolishthe 
pink hail before returning to its rightful place on the 
table. Isn't Snooker wonderful? 



I WHAT A 



GENTLEMANLY 

GAME. . . . 







CDS have this flame, called 
Steve Davis Snooker on the 
Amsirad which brings all the 
excitement of the green baize 
onto your Arnsirad * screen and 



al lows you, if you SO wish, lo pil 

Kour talents against Steve and 
is magic table technique. 
I remember how Mummy 
Mmion would moan on when 
she fou nd Out t h at I'd stopped by 
the snooker hall on the way 
horns frgm school tp watch the 
lads pot a few on the baize, 
'Wing*, moan complain', she'd 

go when I got home, 'Gibber 
irbber Snooker equals wasted 
youth son, get your head into 



those schooJboolt*'. 

All the fuss she made about 
young folks hanging around In 
snooker halls — Bnyom would 
think a fellow couldn't make a 
living playing snooker ! I mean, 
look at those chaps on the TV 
screen r they must be coining it 
inl No, Mummy Minion, you 
advised me wrong. All thai 
book -learn in' and look where I 
ended up. Competition Minion. 
I'm off down the snooker hall to 
practise my cueing 
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COS have sponsored this tittta 
competition in honour of their 
snooker game — end there ere 
some really fir** rate prizes on 
offer. Apart from the Top Prtie, a 
pair of tieketi to a i«l live, top 
dais inooker Final, five runner- 
up prizes are also on offer. Five 
iucky AMTIX! winners will be 



able lo choose between a Sieve 
Diivis vidpo, an autographed 
cue, a signed Stove Davis auto- 
biography, a T shirt or a 5 weal - 
shirt Fifteen runners up will 
receive their very own copy of 
the game itself. 




Despite rumours throughout the industry, 
Jeremy Spencer (or Big Jem as he's known to 
his 'friends') will not be posing as Father 
Christmas next issue (welt not unless you 
bribe htm with vast amounts of money, 
anyway). What ytftj will get next month are all 
the usuaf regulars, like Tech Tips, Adventures 
and Playing Hints. But there are also some 
hefty competitions coming your way, one or 
two special features and of course, reviews ot 
all the Christmas releases to help you spend 
your money well — could all add up to your 
best Christmas yet. 

Not content with supplying you with an 
amazing magazine, however, we're going to 
GIVE every one of you a ful I sized colour poster 
with art by Oliver Frey. And what's all this 
about the AMTIX! readers awards? Find out 
next month and have your chance to vote. 
Missing it would be like spending a year dead 
for tax reasons 
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I ENSURE YOUR REGULAR 
l COPY OF AMTIX! 

I 

Whfcn a magazine is rising in circulation tbetng new. 
AMTIX I is doing this) and so 3*11* Out immediate ry. you 
may enpef ience difficulty m obtaining your copy every 
month. So the best thing to do is place a regular order with 
your local newsagent, which you can do by handing him 
this form. 

I 

Please place me a regular monthly order for 

AMTIX! Magazine. 

Ill 1 1 I C ■ ■ ■ ------------------- 

I Address 

I 
I 

I i i.i i ■ id < i f i - ■ <■ f 



To f#r« Newsagent ; 



AMTIX! MsKjdjMne >s published in the middle of every 
month by Newsfieki Lid. i-Z King Street Ludlow 



Shf o psh i r e S Y6 1 AQ Tel 0644 S8S 1 , and rfisrr. buied to the 
newstrade by COMAG (08954 44055) Pleas* check with 
the publishers if you have any difficulties m obtaining 
supply. 
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FIGHTING 

WITH A 
i FANTASY 



Many computer games and Adventure Gamebooks have their 

roots in the same soil, and recently they have been moving 

towards each other. SEAN MASTERSON takes a look at some of 

the tales behind this publishing success story and investigates the 

interface between book and computer game. 




GROUPS AND 
INDIVIDUALS 

11 their time M the keyboard, 
most computer Rimers 
have spent wme of it trying 
to **st ape from the deepen I 
of dungeons or attempting 
to dekat the nf dead 1 1 
dragons. Many oi the*e afe 
also likely I" [if.in Roto 
Playing Gm*s til P G s 
lor short i whi< h adorn [fie market nowadays. 
Th«e game*, typified by such success 
stories 4% f >»n^f * ™ £ Dragons 2nd J>Jvi*f/tv 
m voire highhr torn pie* group sessions, 
anised in the most abstract way, Panic 1- 
panis often spend rtays or even wwks devel- 
oping character backgrounds to play, which 
are formed from a mixture of trie player's 
imagination* andmaihemalical notations (as 
an expression of the relevant rules system). 
An arbitrarily appointed referee design* The 
actual pbr for the upcoming adventure. 
When all is ready, the group meets and a 
ffee^form game commence* in the form of 
group discussions and dice rolls cross- 
r» k ffri^n ed with th* mtti 



The games themwhw ran last for 
month* or year ligently played and 

refereed, and once finished, the same rules 
and player process 

again. The objectives are as abstract as ihe 
games themselves with monetary reward* or 
power and personal fulfilment available 10 
the successful character, Player* participate 
tor the fun of the affair. 

in the UK, two name* come to mind 
more than any others: Hurt iactaori and 
lm Uringsfon* (tee (: KAMI 1) It-hrujry — 
Here (here be M. Whilst they have yet 

in achieve massive appeal In the I JS where 
role playing began, they dominate the UK 
and European gaming world for two main 
reasons. Firstly, they had the foresight to see 
that t Jungeons & Ordfioni was destined to be a 
runaway success, and as a consequence oi 
(his f la*n of inspiration , formed Carrirv Work 
shop, the most successful special**! #**■ 
company this side ol the Afkiriht' The 
second f«*»n is (hat between them, they 
invented the F f 9 h t I n f Firttiiy 
phenomenon, 



F I G H T I N 
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GAMES FOR THE 




ighting Fantasy h, In effect, a 
solo role playing game in 
the form of a paperback 
book. The first or these was 
Fhe Wariod of ftveiop 
Mount jin. Now, there are 
seventeen hooks in this 
series alone I though mure 
ol I hem arr being written by 
guest authors) and there have been a variety 
of new, independent series by other authors 
and publishers. 

Mm hard core RFCers have Iju^h- 
ed at the relative simply m jnd lirmtattor 
such game books but they have, if nothing 
eke, few responsible fef a whole new 
breed of role players, as they Kive as a per- 
fect introduction to youngsters barely in 
their teens I at one point, the average age iat 
a rale player was about 19}. It may he of 
interest to note thai many of the authors ncm 
writing these Achwiturtf Catwboolri {as 
they are more generally known) are ex- 
Games Workshop employees. This is not 
unusual as being an ex-Games Workshop 
employee myself, I'm fully aware that being 
an absolute games nut was one of the qualm 
cations for the job! 

In tact, these games are more 
similar to computer adventure game* than 
true role playing games, as both are aimed at 
the single player , and both haw option restr- 
ictions (due to the nature of the medial that 
would not be present in a conventional Kl 
Thrs has led In computer spm-oHs ot the 
books, Messrs Livingstone and (ackson have 
had a computer version o< their hrst hook 
released QAforbck ot f>refop Mountain, prog- 
rammed by Crystal) and Tne w ,n nhe Tigpr 
series aboul a omja war no? f written by Marti 
Smith and Jamil Tftomton. who is ex* 
features editor of IMMte DtoWT maga/ine, is 
about to be con vented for the popular home 
m lc ros by Gremlin Graphics . 

?7lf \%a\ Of 1 fnr 7j^er series is based 
around Avenger r a ninja warrior of unpara- 
lleled skills and deadly powers. His advent- 
ures alkeni re on Scenarios calling for him ro 
defend the weak and downtrodden. The 
Gremlin Graphics team are working in close 
co-Operation wrth the two authors, and 
Gremlin's Ian Stewart says the series will 
offer the best in gameplav and graph ir | 

With the type of stories mnM 
popular In advenlure gamebooks, it ivn[ 
surprising to see an atfrentu re- based toft- 
ware house like Adventure International also 
ins diving themselves in combat, role p Laying 
and D&D — at the moment Steve Mi k son's 
"rircijsrer sec r| under devel- 

opment with Al 

YOU, THE HERO 

chenturr Gamebooks have 
now reached massive prop- 
onions and they frequently 
dominate the children's 
best-sellers lists. The Fight- 
ing Fantasy series fimved 
hugely successful from the 
start, and having encour- 
" aged many other series, it 
was inevitable that the genre would begin to 
move away from us origins m CMrO in search 
of a wider range of storylines — a nd a wkfer 
audience. From the traditional swords and 
soicery approach, some adventure game- 
books have moved as far as a Milts A Boon' 
romance type, emptying the same basic 
techniques as their hack and slay predec- 
ntors! Puffin's hv Dmcvr bv Elizabeth 



% 




But ruin and Tessa Strickland puts YOU Into 
the whirhvind action of the ice skating 
champ — The * the way and 

YOU to grogption a ff y faJenlecf" young ikufef. 
Haw a i June e ro t nmpefe for your cwntry . Bur 

Tht jsifh tn Mnn- And success is not 
uneipei fed cAm^ers m U 

m nuttvjr ant/ a/* iWlA J goW nwdLW 
to Win 

Note the use of the word YOU, 
There has long been two sc h thought 

when it comes to involving the reader in a 
pjmebook should the hero/ine be name- 
less, so that the reader, YOU, can play your- 
self r or is it belter tor the author Eo provide a 
named hero/me with which the read 
player identifies* In the main, the former 
school ol thou Kb! seefns to be the most pop- 
ular, and in this respect adventure game- 
books are unusual because in almost every 
other medium vou can think of, a named 
f It he Tor 'HE/SHf p of a 
book, film, computer game etc) is consider- 
ed essential to enjoymeni 

However, one area where game- 
books and computer games tend to be alike 
is in dual authorship. Not every computer 
game is written hy a team or a duo, but most 
are and most popu la r gjmi^x H j k s a re by two 
authors as well. Although the individual's 
Labours may be split in any number of ways, 
there s^ems to be a tendency tor one to be 
the gameplay expert (devising the combat 
systems et* > and the other to be the "novel- 
*v with computer games r where 
the game design and programming expertise 
are becoming slightly separated elements 
Dual authorship can otlen lead to personality 
dashes nt courie, md tb* ri i?i ■ playing ,inO 
adventure gamebook marked km had plenty 
of those besides ones peculiar Uy itself 




FANTASY 



COMBAT STATUS 

game* tndmlry it*rU, b 
lull ot problems. More 
people get sued in any given 
week than th- v^re 

mdustrv manages in a year. 
I hi market, though 

prop^ifTiofi.iErH smaller 

than its American cousin 
more stable This If due 
to the large bible bashing foiiiingenf 
whu h, in the States, has declared kPGs as 
the ssiirk of the Devi 1 1 Indeed th» 
so far as to accuse Gary Cygu roi DM) fame) 
of being the Deviff patsy They m now 
taking TV and radio airtime to enion l their 
philosvophu 

As an example of the scale ol 
problems these people create, consider the 
case of Proctor & Gamble, am,, iter- 

national pharmaceuticals company. _Their 
company kjgo is remarkabry simitar to I 
It depicts a man m the Moo k al the 

stars. TSR \ shows a bearded wirard in a halt 
moon, surrounded bvs ta r% Ac cording to the 
bib4e-bashers, this lusrve evidence 

thai TSR are in league with the Devil Urn 
unatelv, their Divine Insight tailed to stop 
them from confusing TS& with Proctor K 
Gamble. Tbe resuJi has been thai ihe Knitr 
company has had up to 20,000 phone calls of 
an actus ive or ihrealening nature — per tiA\ 
As a result ol this, PnnUtt & Gamhlr h 
dropped the lo«o that successfully headed 
their company fof 1S<1 years \ They are now 
seeking legal action against those they I 
responsible' for their troubles, 

rnpanies are also highly protec- 
tive of their game products *rvn trademark 
tust about anything lhal tails within thetr 
grasp, for instant v. Americans spell the 
word 'traveler' with only one 1 Conseciueni- 
when the I Knots based Game Deujpien' 
orlishop (no relation to Games Workshop) 



t 
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brought out iH^it best -selling Sf game, 
Traveller , two L*i were used lo distinguish the 

Broducr and the rwne was trade-marked, 
me ol Sieve Jackson's carry f ighlina f anlasy 
books was called Sunhip TraveMer, Now. lot 
the tngtish market, (his is mil particularly 
unusual, a* it employs our spelling of the 
word. This little delail failed to impress GDW 
who claimed thai it was a breach of copyright 
and threatened ad ion against Mf JacksonT 
li it wasn't enough to have games 

Eersonalrties and company creating 
assies lor rath other left ri Eh r and centre, 
more problem* are created by the obscure 
nature of the products themselves, Earlier 
this year, Ciames Workshop ordered a pro- 
duct from an American company c altrd sieve 
ladkson Games cdifferent Stew Jacksun i m 
afraid — now that has led to some funny 
incidents* Slew Jackson Games manu- 
factures the highly successful i ,ir Wjts 
* reminiscent of Comes Workshop % BMtfc 
computer game) , winner ol many of the 
industry's lop awards It's a gamp with RFC 
Seines where the players build and 
control lul armed In Thr 

leeth with lasers and missiles and duel 
against each other. The supplement to this 
game, wh ich Games Workshop orde red , was 
tailed fhe AAPA VvttK k> Guide, In effect, n is 
a manual of prenlesigned vehii les tor the 
players to use in theif games. Unfortunately. 
.1 c u sir mis spot check ai Duvet resulted in the 
product being impounded for several 
months because they claimed it was a mail 
order catalogue of terrorist weaponry! 

The fun doesn't stop ihere Many of 
the games employ the use of unusual dice 
tailed polyhedra dice, for the purposes ol 

K metaling different probability curves 
Ha use these dice aren't generally avail- 
able, they are often includerfwilh (he game. 
However, when it can be avoided, are they 
I p - ri out and you have to purchase them sep- 
arately, This may appear awkward but there 
b logic behind tne move. Books and magaz- 
ines are exempted from VAT. Since most 
RFC* come in form of collections of rules 
books, if dice are excluded Irom ihe pack- 
aging, the products mav be marketed as 
boxed Ik >o£s and therefore carry no VAT. 
Games packaged wiih rite «■ must be sold as 
'games' and OO carry VAT and are, therefore, 
disprop inionateh more e* pensive. Thts has 
leoto countless problems with customs and 
tax officials and on ai least one occasion, a 
company has had to withdraw every i opy ol 
the game from Ihe shelves and repa< k it with 

rlitr 



FRESH BLOOD AND 
BUGS 

he garnet Industry is still a 
j great one however. It grows 
1 and becomes more com- 
mercial every day bui it's an 
industry of imaginations 
wttl room for fortunes tohe 
rmda if you have a good 
idea and — lake the right 
route 

arv an American comp- 
any who produce games of consistently 
m wing quality and ingenuity. One of their 
greatest success stories is the game f $1! oi 
lAhulhu based on the horror mythuv irm 
edby novi-hsl HPiovecrafr Apart from being 
a beaulifully and carefully i reared game, true 
io the atmosphere ihe late author adored, it 
some very interesting features ^*osl 
games award some kind of 'experience 
points' lor will ptayed characters. These 
,%'lnw a character to become more skilled 




wtthtn hts chosen class Of profession as the 
campaign progresses. This means that a 
fighter gams belter chances of hitting creat- 
ures with a sword tor imtance. A magician 
finds that his spells succeed more often and 
thai he has access to mure powerful cm, 
Such a system, Chaos mm decided, wasn't 
really in the spmi ol a horror story. In rjc t, m 
most Lovecraft stories, the m*m character 
usually dies either because the horrors that 
he faces are so powerful or hf goes insane 
because they are so obscene. Consequently . 
in ibe game «.k h rh.icji *er has a number of 
sanity potnis which diminish as they uncover 
more of the erudite linn-' Successful play 
requires the players to skirl around the ed|ge 
of the problems they face whilst still trying lu 
learn as much as possible and warn the rest 
of mankind Major cortrromattons result in 
almost certain instant death for the cnar- 
act<" 

Suspense becomes the name of the 
game and the characters know that their situ- 
ation is desperate and their cause almost 
losj, righi from the moment thai they begin 
ptay In a morbid w^ . i1 i .m be jmu-nna to 
see total beginners g** rt » n g *v*p*d out alter 
spending their first hour arming their char- 
acters to the 1 pet h. 

After all these tales ol horror and 
woe, K r s reassuring to know that the industry 
has a sense ol humour as well. There was 
once a game ca lied Bunnfei & Sorrows — try 
and imagine what that was like to play, Tne 
funnies! aspects of gaming, however, derive 
iron the almighty COCK-upi pervrfdinu 
almost every rules system ever deviseo\ 
which resemble the ubiquitous bugs' to be 
found in almost any computer game prog- 
ram. 

One of the prolific (American} Steve 
Jackson's games maiu/ines, The $t 
< lamer, has a column carted Murphy's Rules to 
bring some of these details to th 
attention. Sense of the 1 1 e m s lucky enough to 
grace its pages are hilarious In Blade's 
• enariei, jpies and Pmarp fy« u is pots- 
ih le for an average tat to be driven headlong 
into a tank I demolishing it m the processl 
and remain dri viable, wr>« of the lime In 
GDWs AjcrWtfi f-tijgh irgAcenmc u gjme sei 
aboard an enormous space ship}, ft is pots- 
i hie to have an infinite number oi dead 
bodies covenng an area of floor t ,5m n 1 Sm 
and rill have a tulr> laden character pass 
through wilhouf any problem wtiatsoever! 

But these little bugs' only reflect 
relatively tiny errors in whal are really inc red- 
iblv complex rules systems and as the games 
m ihemsetves designed to be altered to suit 
individual tastes, tney cause no probiem, 
Gamers take a far more patkipfltta 
approach to their games than computer 
gamers can ever hope to, 

The hobby does not appear to be 
the fad which many hard-core wargamefs 
octce accused it of being. It offers more 
scope to the irnaumalive. than any group 
pastime yet devised. The hobby was born out 
ol a love for things of a complex nature such 
as Tolkien's books, Warranting, and the era 
of progressive rock. It ma> mmd Kfc« a 
strange mimure oi m%pt rat ions but its t cm- 
There are a myriad of pnik>v to what 
makes a good game, or indeed what makes a 
good player but this is a healthy sign for the 
hobby and the more these arguments take 
pface , the more their outcomes will add to 
adventure gamebookv One day the areas dt 
cocnpuler gaming and Role Playing are dest- 
ined to overlap and that should pfovide us all 
with games more imaginative and fulfilling 
than any seen to date. 

The kit Increasing popularity ol 
Fighting fantasy and Rote Playinu 
bong more ideas, egos and costly arguments 
into the fold of battle. L for one, will be 
there to see iT 



F I G H T I N G FANTASY 
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Now you can relive the th nils of 
piloting a Spitfire or Har r icane in 
PSS's ffarr/e of Britain which 
loads into your Am$trad ami 
tests your strategic skills- You 
play Fighter Command Big 
Cheese, and have control over a 
whole bunch of airfields as well 
as squadrons and squadrons of 
aeroplanes to command as you 
try to repel the German menace 
flying over the Channel. 

Ana there's a bit of optional 
arcade action hidden away in 
the game — when a squadron of 
planes or en airfield is under 
attack, you can jump in with 
your joystick and affect the 
outcome of the combat Hoopy 
eh? Pity the game doesn*t Come 
with a stick-on handlebar 
moustache to help you really get 
tn the mood . 

Budding Biggfeses amongst 
you can p*ck up some smashing 
prizes if you scramble into 
action and win in the PSS Battle 
of&rimincomp. Three top prizes 
of really monster Airfi* Model 
plane kits are on offer, with ten 
smaller model kits going to the 
next ten winners in line. These 
thirteen lucky modellers will all 
pick up a copy of the game itself, 
of course, as wifl a further 
seventeen prize winners. That 
makes a total of thirty free 

Barnes up for grabs — can't he 
ad, eh? 



a bit of 



«nu or ZZ"* 



Soo, how do we work out who 

Sjts to win prizes? Easy. We *et 
e questions round he*e ^ * « 
Answers please, one postcard 
or written on the side of a hangar 
door to BATTLE OF BRITAIN 
COMP, AMTIXt, PO BOX 10, 
LUDLOW, SHROPSHIRE, S Y8 
1 D B to arrive by Dece mbe r 1 6th , 
when Jeremy 'Biggies' Spencer 
will make the draw from f ha 
correct entries, AND PLEASE 
remember to include the word 
AMTIXl in the address, 
otherwise our poor post sorting 
people will go on strike! 



1 ) Who said ' ' Never has so much 
been owed by so many to so 
fevv"? a) Clement Attlee. b) Adolf 
Hitler, c) NevH le Chamberlain, dj 
Winston Churchill, ■> Biggies" 
Mum 

2) The Battle of Britain was 
fought in which year? a) 1939. bl 
1940. c» 194 1,d» 1942. «H 943, 

3) What is the correct spelling for | 
the name of the German 
airforce? a) Lufftwaffe, b) 
Luftwafe. c| Luftwaffe, d) 
Lufftwafe, e) Luftwaff 



/ 
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drifts the test month, a tetter arrived from Bob 
Black He wrote an article about the hobby of 
war gaming and suggested (very modestly! 
thai f might have had $Onie rnisxonccpuons 
about the hobby I appreciated his letter arvd 
his a Hide { wh i ch l wo y Id lite to use in the next 
couple of months} but can assure the gen- 
t reman thai I've no illusions about wargam- 
ing, I was a war gamer before there were any 
such things as home computers and even 
now. in Manchester, massive armies Jie 
dormant in their boxes, t was a wargarmr 
before Role Playing and Adventure games existed 

The problem is F my kind of wargaming land Mr Black s a?; we I 
won't wash in a home computer magazine I could write about 
generating probability curves or cfn -squared routines for real" 
war gamer* but their popularity level would not warrant their 
continuation as a column. Anyway; unless war games are encour- 
aged on home computers, then the whole hobby will die, Any 
wargamer aw^re of the situation at ft hat progressed over the last 
five years must know that the hobby he* very little herd core support 
left Most people are getting into computers instead t If • software 
house chooses to experiment In the complex area of wargaming, 
who am I to turn around and accuse it of not being the reel thing? 
That would benefit none of the interested parties. Your day will 
come, Mr BGack The kind of utility you desire will be made and be 
successful. But only when an area of the hobby still m its infancy, has 
been nurtured to a state when it can look after itself. 

If this column turns out to be a success, and wargamers and 
computer users become one end the same breed (for the purposes 
of this column!, then people like Mr Black will be very valuable 
indeed. Until then, t hope that he and others persevere and continue 
to contribute their comments. Only in this way can I possibly hope to 
do justice to the people and the hobby Thank you. 

Seari Masterson 



SATELLITE WARRIOR 



Amsoft £8.95 cass, 
£1295 disk 
Author. DM Lock 

This game puts you in commend 
of a race of creatures who 
depend on trading with aliens in 
order to build devices needed to 
mine orbiting moons. Unfortun- 
ately you are in competition with 



another race, also *t\mr the 
moons' resources Both of you 
deal with the same alien race 
and this has resulted in space- 
borne conflict 
The game takes place as a 







0009 



senes of phases which are sim 
ultaneous for both players The 
second pteyer may be human or 
computer, though I can imagine 
most of the humour coming 
from a game played against 
another person. Once this opt- 
ion as been set and you have 
determined whether or not you 
are using a colour monitor (as 
different shading is selected for 
clarity on a monochrome 
screen), then you can select the 
[oystick option, number of 
moons and finally start playing 
the game. 

Initially* you have a time BmJt 
in which you have to make a bid 
for an alien ship to visit your 
world, The second player bids 
against the visit To start with. 



moons orbiltng your home- 
world and the satellite you have 
jus! launched You have only a 
certain amount of ume to guide 
the vessel into orbit around a 
moon before it runs oul of fuel 
and is destroyed. Once m rjrtus 
around a moon, the satellite 
earn money for you to expand 
your operations If there are two 
opposing satellites orbrlmfi 
same moon, they have to fig 
oul in yet another stage of the 
turn. Once the outcome of this 
has been decided, the whole 
process begins again. 

It's hard to judge this game. 
There are moments when the 
thing 13 tongue m cheek (you 
only have to Took at some of the 
aliens) and it works Yet there 




both players have a resonable 
credit limit It is up to you to 
make thrs grow or the flame will 
soon be over. 

Assuming you are successful 
regarding thn bidding, when the 
next stage comes, you will be 
able to participate In H This ts 
where the alien actually visits 
the planet and you can buy or 
sell pods wMh him Pods are the 
fundamental building blocks of 
your 50(clliT«s. which have to be 
built and launched at a later 
stage This goes on until you 
have managed to ruin your 
credit limit by overspending, 
e*h austed the supplies on the 
ship, nt you have as much as 
you require. Then you construct 
the satellite using the venous 
component pods. Different pods 
have different uses and ideally, 
you went to build a pod which 
can fight Us things get rather 
nasty from time to time) and 
mine. 

When you have constructed 
your pod, you may launch it, At 
this point vou are presented 
with an animated display of the 



are also some moments with 
somewhat cryptic purpose, The 
static graphic displays are very 
good and the bidding pan ol 
game was e n joyable a% well But 
[thought the trading section was 
a little weak and the launch and 
combat sequences were not 
very good at all> due to poor 
animation The whole th 
would have been improved if 
you got a better set of instruct 
ions. The ones supplied are 
adequate, but only |ust 

In conclusion* I would say that 
the game has some original 
ideas spoiled by clumsy graphic 
animation and play It's not 
strictly a strategy game but then 
it cant be easily pigeon holed 
anyway and there ere at least 
some strategic overtones Un 
fortunately, considering the 
price, there is |u$i not enough 
game. 

Presentation 66% 
Graphics 68% 
Complexity 35% 
Authenticity 25% 
Last ability 47% 
Overall 53% 
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BAnLE OF BRITAIN 




PSS, £9.95 cass. £12,95 
disk 

Some forty five years after one 
of the greatest a rial campaigns 
mr fought took place, a British 
company has produced a simu- 
lation for Am sued users in the 
shape of Bartte of Bntam The 



single day's play can last some 
time, so this compression ser- 
ves to make the whole affair 
managabfe. 

Starting a scenario reveals a 
map of Great Britain (well, Eng 




game is a strategic wargarne 
with optional arcade sequences 
for those who would desire 
them One day scenarios or 
thirty day campaigns can be 
played Packaged in PSS's sran 
tfard 'bookcase' format, me 
game came with a slick and 
concise manual in much the 
same forme* as Bert/e for 
Midway, 

The game has a neat and 
colourful loading screen, depu- 
ting a group of pilots posed m 
front of a Spitfire. After the game 
has loaded, you are sent directly 
to the main menu screen. There 
are five options You can decide 
to omit the arcade sequences in 
favour of a pure wargarne; sel- 
ect monochrome or colour, 
depending on your machine I the 
default colour setting would be 
unclear on a green screen), start 
the training, blitzkrieg or cam 
pdiqn games 

Tne training game is recom- 
mended in the instruction book 
for those new to the game Trai- 
ning is a one day scenario with 
little in the way of serious oppo 
sition from the Luftwaffe, At the 
end of the game, you will tie 
rated in terms of leadership 
ability by a percentage. Blitz 
kneg is a similar one day scen- 
ario with the exception of the 
Luftwaffe laying it on like there's 
no utomorrow The campaign 
game option sends you on to 
another menu. This includes 
Load/Save Day options; Start/ 
Continue campaign: a game 
speed utility and an option to 
return lo the main menu, 

It should be noted that (for 
payability?) PSS reduced ihe 
actual number of campaign 
days from 54 to 30 and increased 
the number of casualties inficted 
by attacks and bombing raids. A 
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land and Wales, actually). On the 
map sfB cities. Airfields and 
radar stations At the top of the 
screen, there are several win- 
dows to indicate current losses 
for bt>th sides; the time and 
date; description of whatever is 
covered by the cursor and a unit 
status box 4activaied when an 
alFied unit is directly under your 
control). 

Once the game has started, it 
will only be a matter of time 
before the first German units 
enter the skies over the channel 
{and it wont take them long to 
reach your shores) You can 
move your cursor over an air- 
field and press the fire button to 
reveal what units are there and if 
any of thorn arc ready to* com- 
bat The units displayed will 
either be squadrons of Spitfires 
or Hurricanes and can be sel- 
ected by mn arrow situated next 
10 the unit description. Pressing 
the joystick button will scramble 
that unii and return you to the 
map. A moment later, an RAF 
roundel will be displayed ro 
represent the now airborne 
Squadron. The cursor can now 
be used for one of two things 
Just moving it over the roundel 
will display information in the 
status box and pressing the fire 
button will allow you to give the 
Right orders* Interception of 
an enemy unit and ensuing 
combat, are both automatic, 
given a degree Of proximity, 
working much in the same man- 
ner as ZOC (Zone of Control for 
the uninitiated) rules. 

ff you have switched off the 
arcade sequences, the result of 
combat is handled by the com 
puter. Otherwise & 'Select Battle' 
message appears at the top of 
the screen which you have to 
respond to very quickly P or the 



computer will assume you will 
allow automatic results. You 
enter the arcade sequence with 
a view from your cockpit (there 
are differences between the two 
types of Allied aircraft used) In 
the distance is the formation of 
enemy aircraft and they wiif 
soon become aware of your 
presence and start to split up, 
The fire button will provide you 
with firepower and it is sfmply a 
question of anticipating the 
enemy pilots' movements and 
blasting them out of the sky 
(well, that s the Ihenryj Assum- 
ing you have set the arcade 
sequences to on* but you wish 
to bypass some of them, hitting 
the space bar will suffice. 

Previously, I have reviewed 
f*SS s Battle tor Midway for a 
different machine and criticised 
it for making the player joystick 
dependant and thereby reduc- 
ing the menial skill level requi- 
red to complete the game. No 
such criticism would be valid 
here, however, PSS have hand 
led the idea of 'switchable' ar- 
cade sequences very well in- 
deed, In fact, because I knew i ha i 
a 'true' wargame could easily be 
selected, trie re were occasions 
when I left the action sequences 
in, just for the fun of it. Inciderrt- 
ally P the graphics m these sequ- 
ences a re very good i ndeed and I 
wonder whether PSS aren't 
using the talent their program- 
mers obviously possess, as 
wisely as they could But such 
things are not for discussion 
here. 
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station! are destroyed, gaps wilt 
become noticable in the map. 
These are your blind areas. 

Whilst being the least effec- 
tive against your operations, 
strikes against cities will seve- 
rely damage your morale, and 
as a consequence, your leader 
ship ability at the and of the 
game. So have no illusions 
about poor bomber protection 
being a 'cheap' way of winning 
the game. When the Luftwaffe 
are attacking any ground based 
largel, the Battle selection wHl 
place you in control of an antt 
a i ret aft weapon and leave the 
rest to you. 

The campaign game is the 
most advanced part of Batrte of 
Brttatn. This can be made more 
or less difficult by use of the 
Speed function in Ihe campaign 
menu, The main difference be- 
tween this scenario and the 
others, however, is the resupph/ 
phase. At the end of each day, 
new aircraft and pilots can be 
used to re-equip depleted squa- 
drons. Real ideally, pilots go 
from excellent to worse as trie 
campaign progresses. This adds 
considerable depth to the game, 
end by the tune you get to the 
campaign stage, you will wel- 
come the addition to the rules. 

PSS have every right to be 
proud of this game; it approa- 
ches excellence I feel that u 
does lack some details that 
could have improved it. The use 
of counter intelligence and the 
Construction of mock airfields 
would have added atmosphere 




The German bombers will try 
and go for the airfields, cities 
and radar stations, with differing 
effects, If airfields are attacked, 
the first you're likely to know of 
this is when some of your planes 
try landing on a crate red run 
W«y. taking a few casualties, if, 
as a result of repeated attacks r 
ari airfield becomes wholly un» 
operational, you will have no 
choice but to divert forces else- 
where. If radar stations are 
knocked out. you will discover 
attacks later, when the enemy is 
nearer to your shores. Pressing 
R' gives you a radar map in 
bright colours. However, if any 



and authenticity to the game, Aa 
far as it goes. Battle of Bntuttr is 
very good indeed and I would 
recommend it to any wargamer 
While PSS make arcade sequ- 
ences optional they should find 
their games gaining support 
from those incapable of doing 
anything (l) constructive with a 
joystick (like myself!. What are 
you waiting tor} Go and q^ it. 

Presentation 74% 
Graphics 7S% 
Complexity 45% 

Authenticity 71% 
Instability BO °* 
Overall 86% 



THE TERMINAL MAN 



HS SOOfrJflS THE 
flftCfl[>I« MIT THE 
UlR, SllEN LIFE 
INV«P£P HER- 




3M a uvin* EMTiTVL 

wyiTH THE: WILL TO SURVIVC- 
SO l LOHPEP BLI- M^ INFORMATION 
INTO VtftUS C&LLS nNP CRHWLE^ 
RCROS3 UkWflT WH& L£FT OF 
THE. fltR ?KTO CROSS' 3QPV, 
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«f fed h ■**'• «*fi» Cm Btrt Crui itrHigt 



i mm ta wtpibon* ofl in Km* Tin 
la tita puzrit ai one thai tirou rttshad ifo tvd 
i ought 




TKE VIRUS CQH ESTTiiR l4JWflN 
CELLS SMT CHOOSES NOT !Q 
&JNC£ IT CRNNOT COMMUNICATE 
WITH THEM, WJTKME >N THE 
CIRCUIT IT COULD -SO I USEP 
IT TO STOP THE PECRV IK 
CROSS I RE BUILT THE 
PTOT5 OF HIM WHICH 

were jwrssrw©. 




SOU HRUE 3UBT 
SURV1VE.P H 
PlkRSTROUS 
CRR5H flNP ALL 

4DU RRE 
CONC ERNEP RBOU 1 

15 &€TTiN& 
USELESS VOME^ 
FROM fl 
MACHINE 7 



aOSfcF P mnMPRELL IS 
HEATER CONCERNED WtTH 
'OffTrtiNiNG^ WONEVm/ 
ONLY WITK WINNING - 
UUHRT'S YOUR 0-HM&, POL? 
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SlftWiE SCmE O&PS ON 

This survival Schm, 

WHAT CHANCE ItfE 




STORY BY KELVIN GOSNELL 
DRAWN BY OLIVER FREY 
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WE NEEF fl Vt 53EL TO 
TOT^KEUSOFf VOUR 
W0RUE>. THERE NU15TBE 
SHIPS TD TRAVEL- 

BETtMEEN THE FtWCTS 
OFTViiS aSTtlW- 
ARE THERE 
5THRSHIPSTEO? 




LL TORTURE 
urtST PROP OF 
IN^ORr^lTlOM fQQM HIM 
BEFORE I LET NDU 
RENWE H«5 INNffiJPS TOft 
PURIFICATION, MR BRCH&I SWP / 



I 



More thrills and gruesome 
spills next month! 
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Inagine Software Is available from: .jgh. W HSMTTH ( 



WOOiWOfTTH I ASKYS Rumbelow, 



Spectrum Shops and all good dealers. 
L^:„ r-^.™ i ioqai i i^if«H .fcrprtrrai srrf^r- Manchester M2 5NS*Tel:061 834 3939.Telex: 66997; 



